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This issue of XENOGOGIC is Indebted to many individuals 
and organizations for their contributions. Only their 
Interest and support has enabled us to present the many 
interesting articles contained in this issue. Our appreciation 
Is extended to all of them. 

The editors will consider manuscripts submitted for 
publication but assume no responsibility for them unless 
accompanied by a stamped, self -addressed envelope. Manuscripts 
should be typed, double-spaced and in good form. Readers 
are encouraged to submit articles, letters, or reviews of 
interest for publication or to submit subjects that they 
would like to have examined in future issues. 

The purpose of this Journal is to further the purposes 
of the Institute for Diplomatic Studies and the Gaming 
Community at large, and to act as a vehicle for the exchange 
of ideas between the amateur and professional gaming 
community. 
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A limited number of memberships in the Institute are still 
unfilled. For application forms, and details, inquire of 
The Dlreotor, Institute for Diplomatic Studies, Box 81+16, 
San Diego, California, 92102, U.S.A. 
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ADULT 



GAMES 



by 



GAMES 



RESEARCH 



INC. 



Exciting and Challenging Gaines for the Growing Adult Market 



An ideal after-dinner game. Each player makes his appraisal 
of the personality of each other player and himself. Then 
everyone compares notes and we see who has the greatest 
personality "Insight". Who best sees the personality of others 
as they see themselves? An informal fun game that stimulates 
conversation. 



DIPLOMACY ; The Exciting Game of International Intrigue $8.9? 

Diplomacy is a game of skill and cunning negotiations. 
Chance plays no part. Around a 1911+ map of Europe, 1+ to 7 
players try to deal and double deal their way to control of the 
continent. 

For 1+ to 7 players. Diplomacy includes large 19" x 26" 
full-color game board, 1112 army and navy tokens, and 7 
conference maps. 



INSIGHT ; A Party Game 



$8.95 



Courtesy of 



INTERACT 



Learning 



Through Involvement 



Post Office Box 262 
Lakeside, California 920lj0 
U.S.A. 



A Polio Selection and Catalogue Are Enclosed 
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Courtesy of 



THE AVALON HILL CO. 
Learning Can Be Pun 



The Avalon Hill Co. 
k5U Hartford Rd. 
Baltimore, Md. 2121k 



A Polio Selection Is Enclosed 



Courtesy of 



M 

Bookshelf Games 

3M Company 

St. Paul, Minnesota, $$101 
U.S.A. 



A PON & GAMES PROM 3M CATALOGUE Is Enclosed 
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enjoyable 
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might 
forget 
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educational 
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LEARNING 
CAN 
BE 
FUN! 
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WHEN we went to school, learning was dull 
and boring. No laughs. No fun! 
These days there are all sorts of learning 
aids, from films to games, to help the 
student learn basic skills and retain 
what he learns. 

CAN YOU IMAGINE students giving up 
their own time to play games which teach 
and reinforce fundamentals in mathematics 
and the language arts? 

AVALON HtLL has painstakingly developed 

the most realistic, educational and 

fun-type games available anywhere 

in the world. These are not 

typical "roil-the-dice-and-move" games, 

but allow individual player control 

and actually require player decision 

for each new situation. 

These games are not easy. 

That's why they're for young adults and up. 

However, Avalon Hill has developed 

less complicated games for the younger 

generation, with one big "extra" 

other yamemakers leave out . . . 

these can be played on more complicated 

levels by adults. A teacher, for instance, 

could even play TUF with an 8-year old 

and lose ... if the teacher played 

by difficult rules and the child 

used easier rules. That does 

make learning fun, don't you think? 

SOME STUDENTS find Avalon Hill games 

so much fun, in fact, they pay $4.98 a year 

to subscribe to THE GENERAL, a magazine 

put out just for them. 35,000 game players 

subscribed to this bi-monthly publication 

last year, and readers submitted 

most of the editorial content. 

THE GENERAL prints letters the kids write 

about how they won or lost, their errors, 

their victories, and what's going on 

in the Avalon Hill clubs in schools and 

colleges throughout the world. 

The editor throws in interesting historical 

data on various games in the line, 

helpful strategy, and provides 

classified space for players looking 

for opponents to "play-by-mail". 

AVALON HILL games are available at 
better department stores, stationery counters, 
book stores and hobby shops everywhere 
For the educator, they may be purchased 
directly from us, less a liberal 
10% educators' discount. 
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eight 



TUF (Style 803) . . . $10.00 

A fast, competitive game based on number sentences or 
equations, TUF is a progressive series of games suitable for 
various ages: eight to adult. Especially adaptable to classroom 
use, as everyone plays simultaneously. The first games deal 
with simple two, three or four number equations. The next 
games increase type and complexity of equations by 
introducing fractions, decimals, parentheses, number 
systems to bases other than decimal, exponents, powers, 
fractional and negative roots. White each game set is 
designed for 1 to 4 players, many more can get involved 
simply with additional sets of number cubes, available at a 
fraction of the game set cost. 

TUFABET (Style 804) . . . $10.00 

If ever it was possible to improve upon Scrabble, TUFABET 
is it! Like Scrabble, students use TUFABET cubes to 
construct interlocking words similar to those formed in 
crossword puzzles. Unlike Scrabble, everyone plays 
simultaneously, and sand timers add suspense to the 
competition as opponents race against time. Concentration 
and logical throught are essential. Excitement is generated 
by an entire class playing against one another or groups. 
TUFABET builds vocabulary and reinforces spelling 
ability. Purchase of additional cube sets allows unlimited 
student participation around one game set. 

ORIGINS OF WORLD WAR II (Style 810) . . . $9.00 

If you think Germany started the war, guess again. It began, 
not with the invasion of Poland in 1 939, but in 1 932 when 
Hitler rose to power on a "law and order" ticket. The game 
ORIGINS returns students to that period when the war of 
words began, re-creating the political battlefield with students 
taking the part of the diplomats of each nation. Background 
material, included as an integral part of the game-set, informs 
players of all the political events (from 1919 thru 1939) that 
led up to the war. Students therefore negotiate accordingly 
with "political factor" counters representing the diplomatic 
muscle each nation had at the time. Were this game played 
tonight by today's diplomats, perhaps history might no 
longer repeat itself — the game is that realistic. The rules to 
ORIGINS include special Classroom Play involving the entire 
class around one game-set. 

SHAKESPEARE (Style 800) . . . $10.00 

Shakespeare and his works have always been something of a 
game for scholars hunting out hidden meanings in archaic 
phrases. Such is possible with the GAME OF SHAKESPEARE. 
The game set comes equipped with rules for a variety of games 
chosen to fit student expertise. Play is in Parchesi-like fashion. 
Students learn to identify famous Shakespearean quotations 
and recognize characters of all 37 plays. The "answers" are 
given in the accompanying 52-page guide, which also includes 
a chronology of the times and a biography of the "great bard". 
Saith the Folger Shakespeare Library, "Your game would be 
a valuable asset both in the study of history of the 
Shakespeare period and of English Literature at the 
secondary level." Ideal for 2 to 4 player student groups. 





WORD POWER (Style 801 ) . . . $10.00 

"It Pays to Increase Your Word Power", a Reader's Digest 
feature, inspired. the design of this vocabulary-building 
game. Players are dealt key word cards which they must 
match up with synonyms and antonyms as instructed by 
the Monopoly-like playing board. A lofty position upon the 
Literary Status Ladder is the reward for successful synonym/ 
antonym play. Yet, less erudite students can compete on 
even terms: three decks of key word cards, color-coded 
according to frequency of usage, provides equal chances of 
victory for everyone regardless of word knowledge. WORD 
POWER has become a favorite among school supervisors for 
students with remedial problems. It is ideal for teachers 
interested in ludo-tutoriology. While adaptable to classroom 
use, its educational value is greatest with 2 to 4-player 
student groups. 
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educational line * . * 

Those games represented on the inside pages are those most adaptable to 
classroom play, and as such have been our best sellers to educational 
institutions. Here we complete the listing; some you may find particularly 
applicable to your specific courses of instruction. 

THE HISTORICAL SERIES . . listed alphabetic,;, V. diese. games are quite 
similar ,n design and play concepts to Gettysburg, Waterloo and 1914 previous 
described. They vary, o1 course with thf/t o;<ntcuine : n 
AFRIKA KORPS {Style 600) .'. . $7.00 

Excellent for beginners. Students take the part of regiment and brigade 
commanders, or Rommel and Montgomery themselves. Game emphasizes 
logistics factor. 

BATTLE OF THE BULGE (Style 602) . . . $7.00 

Authenticated by General Anthony McAuliffe of Bastogne fame. Game presents 
this controversial episode of WWII in its true light. Not for beginners. 
D-DAY (Style 508) . . . $7.00 

An historically faithful recreation of the Normandy invasion. Students have 
option to alter invasion site. Game progresses through 50 "weeks" after invasion. 
Good starter game. 

LUFTWAFFE (Style 809) . . . $9.00 

A challenge for the German air arm in basically a two-player game. Allied 
player has all the real life planes at his disposal with which to plot the aerial 
destruction of Germany. 
MIDWAY (Style 601) . . . $7.00 

Authenticated by the real-life hero, Admiral C. Wade McClusky. A good 
multi-student game, each assigned task forces in the WWI I Pacific Theatre 
aerial/naval battle game. 
PANZERBLITZ (Style 807) . . . $9.00 

A real test of military skill, recreating every facet of small unit action down 
to company and platoon level. Game contains 1 2 historical scenarios of WWI I 
Russian Theatre. For only the most advanced students. 
RICHTHOFEN'S WAR (Style 811)... $9.00 

A re-creation of the legendary exploits of the Red Baron. A one-on-one 
situation; players learn what it's like to fly 3 plane in World War I aeria! combat. 
Authenticated by pilots of Flying Circus Aerodrome, Bealeton, Virginia. 
STALINGRAD (Style 518) . . . $7.00 

Perfect for beginners. Played on Corps level. Game encompasses entire 
Eastern Front of WWII. One of the most popular of the Historical Series. 
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THE INVOLVEMENT SERIES . 
secret desires, while learning to c< 
BASEBALL STRATEGY (Style 814) . . . $10.00 

Students become the manager, coach, hitter, catcher all rolled up into one. 
Game is devoid of traditional luck elements; outcome is determined by strategic 
skill of players. Game includes Handbook of Official Baseball Rules, a 
compendium of ali rules from Little League on up through Major Leagues - a 
one-of-a-kind textbook in itself. 

BUSINESS STRATEGY (Style 808) . . . $10.00 

A game parlaying proper management principles with native shrewdness and 
common business sense. The competitive element, where players bid for raw 
material and finished inventory, re-inforces basic tenets. Advanced scenario 
implements P & L statements. Balance Sheets, and principles of stock 
distribution 

BLITZKRIEG (Style 700) . . . $8.00 

Largest, most all-encompassing battle game ever published. Game fictionalizes 
Germany's breakout of WWII. Excellent instructional vehicle of military tactics 
and strateqy. 

FOOTBALL STRATEGY (Style 815) . . . $10.00 

Sports Illustrated called this "the best football game ever invented. An 
honest-to-Pete challenge to the man who knows he would have been a great pro 
quarterback if only he had had the chance." A Football Widow's Handbook, 
included with the game, educates the female to what football is ail about. 
KRIEGSPIEL (Style 806) . . . $8.00 

An abstract military strategy game. Used extensively on many army installations. 
Teaches all facets, from diplomacy to hot war. Excellent instructional value for 
beginners. 

OUTDOOR SURVIVAL (Style 895) . . . $10.00 

A game about wilderness skills. Players assume the roll of campers lost in the 
wilderness. Five scenarios, graduating in survival expertise, allow players to 
simulate skills necessary in real life. Game contains a handbook showing actual 
survival techniques written by experts in the field. 

TACTICS II (Style 502) . . . $5.00 

The original game of military chess. Great primer for introducing novices into 
the historical series. Dramatically demonstrates the 9 principles of war in a 
competitive atmosphere. 



TO ORDER . . . Avalon Hill educational games are available in better department 
stores, hobby shops, toy stores and book and stationery outlets everywhere. Or, 
they may be ordered direct from Avalon Hill at the special 10% Educators' 
Discount. Simply send your order in on a school purchase order or letterhead. 
All games wilt be shipped, then invoiced at less 10% plus shipping costs. (Send 
payment with order and avoid shipping costs.) 

THE AVALON HSU COMPANY ;:. : ;. : i> i i hrno;-: V:-.,.: . : 



GETTYSBURG (Style 501) .. . $7.00 

The forerunner of all adult games and now a classic ... so 
well researched that it recreates the famous Civil War 
battle in the most authentic terms possible. The game 
board displays the battlefield as it existed in 1863. 
Students move military units representing the divisions 
that actually participated. Every division comes into play 
according to a time table depicting the exact hour and 
day they arrived historically. From this point, students 
maneuver into battle according to their own tactical 
and strategical instincts. In classroom play, each student 
is assigned the command of one or more divisions. Play is 
quasi-simultaneous ... no boring delays waiting for turns. 
"Involvement" is the key to learning . . . GETTYSBURG 
supplies that key. 





WATERLOO (Style 516) . . . $7.00 

We still don't know what Napoleon was hiding in his 
blouse, but we do know he was a military genius, forming 
the subject around which this battle game is based. In 
short, WATERLOO is a superb "history" lesson in a game 
box." The game has it all: military units representing 
100,000 men to be maneuvered across a terrain mapboard 
of that period. The battle was a classic. So is the game 
for its faithful recreation of the engagement between 
the finest trained armies ever. All the tactical and strategic 
cunning that was the hallmark of Napoleon and Wellington 
can be employed by students during classroom play. One 
game set serves as both a starter game for beginners and 
participation by an entire history class. 
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THE STOCK MARKET GAME (Style 805) . . . $10.00 

Secondary curriculums all but ignore the stock market in 
their courses of instruction. With this in mind, Avalon 
Hill has designed a stock market game that shows what 
it's all about . . . realistically, concisely and graphically. 
Rules include a "classroom play" version. Here students 
place their buy and sell orders simultaneously, just as it is 
done in real life. There are no dice, no chance cards, no 
spinners that characterize the fantasy aspect of other 
commercial board games; student decision alone 
determines the amount earned or lost. The game set 
includes several game versions to increase play depth. 
Students can even play "1929", a game version recapping 
events of the great Depression. A 24-page Investor's Guide 
comes with each game set explaining, in layman's terms, 
all about the stock market. For entire class participation. 
No additional parts required. 



1914 (Style 714) ...$8.00 

The "fog of war" is no better illustrated than in the game 
1914, based on World War I. In fact, It is World War I . . . 
every military unit of any consequence that participated 
in the war is reproduced for replay in the game: over 400 
great armies in ail. While not recommended for beginners, 
as an instructional device, 1914 cannot be surpassed for 
pure authenticity. The game is patterned after U.S. Army 
"think tank" concepts. The 36-page accompanying Battle 
Manual is a text book in itself, containing economic, 
political and military data compiled from a most 
impressive bibliography (also listed.) One game set suffices 
for entire classroom. participation, but recommended 
only for students with advanced interests in the subject. 
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GREATER SAN DIEGO GAMING & 

t 

SIMULATIONS CONPKREWCE 

The GSDGSC was held on Saturday, August I4, 1973, at 
the Islandia Hotel in San Diego 

A wide variety of groups were represented at the event 
including exhibitors/exhibits from: 

SOCIETY FOR COMPUTER SIMULATION 
MINNESOTA MINING AND MFG. CO. 
LOCKHEED AIRCRAFT CORPORATION 
AVALON HILL CO. 
INTERACT 

SIMULATION DESIGN GROUP 
GAMES RESEARCH INC. 
SIMULATIONS DESIGN CORP. 
LOWRY ENTERPRISES 
TRW 

GAME DESIGNERS' WORKSHOP 
INSTITUTE FOR DIPLOMATIC STUDIES. 
Also among the exhibits were displays on: 

HISTORY OF WARGAMING 
DESIGN AND DEVELOPMENT OF WARGAMES. 
Those attending were briefed on: 

PROJECT TESE, NAVAL ELECTRONICS LABORATORY 

Dr. Mike Mikhail 

Naval Electronics Laboratory, San Diego 
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NAVAL WAR COLLEGE GAMING & NAVPHIBSCOL, CORO. 

LCDR B. P. Coye 
United States Navy 

SIMULATIONS DESIGN CORP. PROGRAMS 

Jack Greene, Jr. 
Simulations Director 

*THE C-5A GAMING/SIMULATIONS EXPERIENCE 
Tom May 

Vice President, Lockheed-Georgia Corp. 

#GAMES FOREIGN POLICY EXPERTS PLAY* 
THE POLITICAL EXERCISE COMES OP AGE 

Dr. Lincoln P. Bloomfield 
Center for International Studies 
M.I.T. 

#ROLE OP SIMULATIONS IN A SECONDARY SCHOOL 
CURRICULUM: A CASE HISTORY 

Michael W. McGuire 
Simulations Design Group 

+TRI THETA EPSILON SIMULATION EXERCISE- 
PINAL REPORT 

Lawrence Wm. Peery 
Director 

Institute for Diplomatic Studies 



5 l°x^t £ ul >l ished & s an Institute monograph. 
# Published in this issue. 
+ To be published separately. 



of the GSDr^ P «nH ^r*^?. 1 ? ^ e P lannin S execution 
Jnt S.«^ without their help the Conference would 

fSfJft" 1 / 8 « ucc ? S9ful ^ it was. To them we express 
our individual and collective appreciation. P 
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New 

MILITARY HISTOR 
magnifies 





So much good material has been coming into PANZERFAUST on military history 
that a magazine devoted primarily to gaming cannot possibly present it all But 
s.nce ,t s too good to waste, Panzerfaust Publications proudly announces a brand 
new magazine designed specifically to publish this historical material! ! 

CAMPAIGN will specialize in articles of depth and detail, not merely rehashing 
matenal read,ly available in other magazines or popular books. The heart of his 
new magazme will be studies of organizations, tactics, and weapons too dad 

of we, f r^' T at 7 S ° f 3 given Campaign 0r ^ A Browing lis 
0 well-qualified I and ta ented writers will be contributing to its pages. And the 
variety and lexibihty of free-lance contributions will continually stimulate the 
reader w,th fresh outlooks and new interests. Polish it all offwfth the ont i 

STaVyorS^ 16 ^' ^ a " ^ M " « 



IMPORTANT NOTICE 



Remember, if you have all four issues of Vol. VI vour 

iTvou w^Wn 0 ^ OGOGIC You mist resubscribe 

if you wish to continue receiving the magazine. 

with thi C s 6 ?ssue? W indicates ?™ subscription will expire 



If you wish to resubscribe, or enter a new subscrlntl «n 



STRATEGY AND TACTICS OP POSTAL DIPLOMACY 



The Institute for Diplomatic Studies is pleased to make 
this special prepublication offer on Diplomacy 1 3 first book * 

The author of this Diplomacy first is Lawrence Peery, 
long-time Diplomacy player, variant designer, and publisher. 
He served as the first President of the International 
Diplomacy Association, Peery has participated in more than 
70 postal Diplomacy games; as player, gamesmaster and 
publisher. 

STPD will consist of l\. parts and an appendix: 

(1 ) Introduction to the Strategy and Tactics of 
Postal Diplomacy ; This highly successful introduction to 
Diplomacy Toasics outlines the basic strategic and tactical 
decisions facing each of the seven Powers during the first 
two years of the game. 

(2) Mid and End Games in Diplomacy ; Will carry on 
where Part 1 ends, discussing the primary period of conflict 
in the game and the final drive for victory. 

(3' The Shrink 1 s Series ; Was a unique experiment over 
a 2 year period featuring an in-depth study of the behavior 
of players in 21 different postal Diplomacy games. 

(U) The Postal Diplomacy Game : Based on the authors 
more than seven years in postal Diplomacy this is a candid 
look at a remarkable sub-culture in the gaming world. 

(5) Appendix : Contains the nuts and bolts of the 
author's research. The statistics, the moves, and the 
techniques of the gamesmaster and publisher are here. 

Basic Price is $8 .00 per copy . 2g0 pp . approx . 

Discounts to IDA, IDS Members, and players in Shrinkjs: $2.00 
Discounts to postal Diplomacy publishers/gamesmasters : $1*00 

Delivery from December 1973> through April 197U » by 
subscription method 0£ in April 197k > in permanently bound 
volume. 

Only a limited number of copies are available. To be sure 
of prompt delivery order your copy now. 



DIPLOMACY 1 S FIRST BOOK 



INSTITUTE FOR DIPLOMATIC ST UDIES 
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REPORT 



The Office of the Director is pleased to present the 
following report on the status of the Organization for the 
1973 calandar year* All figures and dates are tentative 
and street to revision as circumstances warrant* 

Purposes 

The general purposes of the Institute, as outlined 
in the Membership Handbook, remain unchanged. However, due 
to various events in the world about us such as the 
Watergate Affair, the recent Chilean uphevsl, and the 
constantly changing balance of power, the Institute advisors 
have decided to speed up the program of current and future 
problem studies. This decision on policy is being practically 
implicated in the publication of the monographs discussed 
elsewhere in this issue, and in the topics for planned 
simulation exercises • 

Programs 

Institute programs will continue to expand in scope 
and in depth during the next year. Generally the policy of 
the Institute will be to improve existing activities rather 
than start new ones. 

Games and Simulations 

The lessons learned in the Tri Theta Epsilon Simulation 
exercise will be applied to the Instituted major 197U 
exercise, Phi Eta Omega (PEO). PEO will deal with the 
Middle Eastern balance of power in the late 1970s and will 
generally follow the pattern established in TTE. However, 
the Pact Book will be based on materials provided by the 
Research Analysis Corporation, McLean, Va. , and the 
American Enterprise Institute, Washington, D.C, The simulation 
scenario will be futuristic and involving several problems. 
Approximately 10-l£ states, organizations, and oil firms 
will be represented. The game will last 6-8 months and 
have approximately 6 turns. And, in conjunction with PEO 
a similiar simulation will be conducted at San Diego State 
University in Spring 197U ♦ 

The Institute will also offer two, two man simulations. 
One involving the SALT negotiations and one involving a 
Sino-Soviet Conflict. These will be short, intensive studies 
of particular problems. 



In addition to conducting simulations via the postal 
media and in local face-to-face meetings, the Institute 
will continue to publish a variety of simulations and games. 
If current programming schedules are met by the end of 1973 
the Institute will have available revised forms of: 

NEXUS, COLD WAR GAME, SIMCON, DOOMSDAY, 
INTER -NATIONAL SIMULATION, TOP SECRET, etc. 

In addition, two more tactically oriented games 
will be offered: POLARIS III and SINEX, both theater-level, 
two man simulations dealing with current problems. Details 
on all these games may be found in XENOGOGIC or PEERINALIS. 

Postal Simulations 

The main postal simulation for 197U for the Institute 
will be the PEO described above. 

In addition the Institute will bring to completion its 
current inventory of postal Diplomacy games. 

Publications 

XENOGOGIC has been highly successful and the Institute 
is making plans for its expansion, both in circulation and 
in magazine size. The basic format will remain unchanged. 

Upcoming issues will feature a variety of articles 
related to today* s gaming needs. A special emphasis will 
be on futuristic studies and potential politico-military 
problems . 

MONOGRAPHS are explained elsewhere. 

STRATEGY AND TACTICS OF POSTAL DIPLOMACY will be the 
Instituted first book and the first book ever written 
on Diplomacy, one of the most successful games in modern 
times. It will contain the wrap-up report on the Shrink 1 s 
Series of postal Diplomacy games. 

TRI THETA EPSILON REPORT will contain the final report 
on this exercise. 

Administration , Membership & Finances 

The new Advisory Committee (combining the old 
Military Advisory Committee and Board of Trustees) includes: 
Lt. Gen. Victor Krulak (USMC Ret.), Chairman; Col. Irving 
Salomon (USA Ret.), former US Ambassador to UNESCO and 
UN Undersecretary-General; Ambassador Horacio Rivero, Jr. 
(Adm., USN Ret.), US Ambassador to Spain; U.S. Grant Sharp 
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(Adm., USN Ret.); Richard Capen, former Assistant Secretary 

of Defense and currently President, Copley International 

Corporation; William Patterson (Col* USA Ret.), former 

Division Chief, SAGA, OJCS ; Lord Caradon, former British 

Ambassador to the United Nations; M. Christian, former 

Greek Ambassador to NATO and currently Professor of International 

Law, University of Athens. Members of the Committee met 

in San Diego on 23rd of September. Details are available 

in PEER IN A LIS. 

The results of the 1973-71* membership drive were 
encouraging* Membership has increased by approximately k5&% 
since the establishment of the Institute. Members now 
represent over \\$ separate gaming agencies in government, 
education, private enterprise, social, etc. Members are 
located in 11 foreign countries. 

Financially the Institute ended the year with an 
operating deficit. However, the value of the Instituted 
inventory of publications and other materials increased 
by over 600%* Contributions from a variety of individuals 
and organizations met the Institute's expenses for the 
past year. However, the projected budget for 197U will 
not be met from dues and may not be realized from sales of 
publications. In such case, the Institute will again depend 
on the generosity of its members to make up the deficit. 



* INSTITUTE FOR DIPLOMATIC STUDIES 



To continue the work of the Institute I am enclosing a 

donation in the ammount of 

to be used for the purpose of : 

GAME DEVELOPMENT PUBLISHING AS NEEDED 

This contribution IS IS NOT annonywous . 

Contributions are tax deductible. 



Signature 

Return to: 

Office of the Director 
Institute for Diplomatic Studies 
Box 81|16, San Diego, Ca. 92102. 
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INSTITUTE FOR DIPLOMATIC STUDIES 
Monograph Seri es 



At the present time, and in the next few months, 
some of the most important strategic, tactical, and 
logistical decisions to be made by the United States 
since the end of World War II will have to be made. 
On the one hand the United States is faced with the 
desire for an improved SALT II, and MB PR. On the other 
hand the Military- Industrial-Bureaucratic Establishment 
is pushing for the full-scale development and deployment 
of major new improved technological systems: TRIDENT . 
The B-l, F-ltjA, F-15, etc. etc. 

An understanding of these new weapons systems, 
and the strategic and tactical theories behind their 
acquisition and deployment is vital to all of us, 
as concerned citizens and as serious gaming students. 
These new systems, now coming into the public eye, 
will be the mainstay of American military power for 
the next generation. They will be, in effect, the 
tools available to future gaming students. 



With them, or in spite of them, 
fight, or end, future politico-milita 
move increasingly toward activities o 
future conflicts we will need a activ 
of the uses, and limitations, of thes 
apply to us. For these reasons we ar 
a series of monographs on some of the 
problems, and issues facing us. 



they may prevent, 
ry crises. As we 
riented towards 
e understanding 
e systems as they 
e making available 
key systems, 



Monographs are complete in themselves. They follow 
the standard IDS format with stiff cover, photo-offset 
printing, etc. They may include illustrations, chartos, 
maps, drawings, etc. as appropriate. 

Only recognized authorities and reliable sources 
are included. Differing viewpoints may be found in 
different monographs. 

Comprehensive bibliographies are included with some 
papers • 

$2.00 per paper, postpaid. 10% discount on 5 or more. 



INSTITUTE FOR DIPLOMATIC STUDIES 
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Monograph Series 

TTT Publications Magazine Evaluation 

ABM: Yes, No, or Compromise 

TFX: Study In Congressional Influence 

The Italian Defense Organization 

Exercise Strong Express: A NATO Case Study 

Submarine Defense 

The P-15 Eagle Air Superiority Fighter 

The LANCE Tactical MissUe: A New Artillery Weapon System 

for NATO 

The RAP In the Mediterranean 

The French Mechanized Brigade and Its Foreign Counterparts 

Fighting Trim: The Swedish Air Force 

The F-ll|A Tomaat Air Superiority Fighter 

U.S. Military Posture for FY I97I4 

Missile Submarines and National Security 

ASW Warfare and National Security 

The Trident 

The B-l 

SALT 

MRV, MIRV, etc. 
MBFR 

# To be published in 1971*, all others now available 

In order to advance our members 1 understanding of 
the rapidly changing military technology and strategy 
of our times the Institute has arranged to publish 
some of the best original and reprint material available. 
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INSTITUTE FOR DIPLOMATIC 
STUDIES 



THE GOLD WAR GAMES 



The Institute is pleased to offer a special price 
on its three latest simulations/games under the package 
title: THE COLD WAR GAMES. 

Included are: NEXUS, a one man simulation of the 
office of the Presidency of the United States, as 
developed by the Navy Computer Institute; THE COLD WAR 
GAME, a study of the SAGA, OJCS and M.I.T. politico- 
military simulation; and SIMCON, an advanced politico- 
military simulation developed by the Industrial College 
of the Armed Forces. Note, neither NEXUS nor SIMCON 
have ever been published before in any form available 
to the general gaming public. And the COLD WAR GAME 
study is the most detailed collection of materials on 
that simulation yet available. 

The package includes approximately 130 pages and 
each simulation is covered in its own stiff-cover. The 
standard photo-offset copy method is used. 

The entire package, available for immediate 
delivery, is available for the single price of $10.00. 
This is lower than IDS rates or the single copy rate, 
which would total $ll*.00 if bought separately. 

This offer will expire December 31f 1973» 



IDS 

Box 81*16 

San Diego, Ca. 92102 

Enclosed is my check for . Please send 

sets of THE COLD WAR GAMES by return mail. Postpaid. 



$10.00 per set, postpaid. First class mail add $2.00. 
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RAND : INTELLECTUAL M SALON" OR "PLAYPEN ? " 



Attempting to describe RAND's place in the Gaming and 
Simulations Community, if auch a "Community" can be said 
to exist anywhere except in the minds of wishful wargamlng 
thinkers, is all but impossible* Either one tends to over- 
praise RAND and attribute to it all, or at a minimum most, 
of the important accomplishments in the field of gaming in 
the past 2f> years or so or, some, like Herman Kahn, maintain 
that when they left RAND it became an "intellectual wasteland" 
and a "playpen for frustrated science fiction writers." 
Neither view, in our opinion, is correct. In this second 
article of a series dealing with RAND we hope to evaluate 
objectively some of RAND ! s many contributions to the gaming 
world. 

To understand and appreciate RAND is difficult for an 
outsider, by definition anyone not party to RAND* a secrets 
(which are not necessarily the same as those of its clients: 
the Air Force, AEC, etc.). Comparisons with other "think 
tanks" are misleading because of RAND*s preeminent position 
in the field. Next to RAND all other think tanks are as 
American Motors is to General Motors; a useful parasite. 
RAND is not a private enterprise; it is a "not for profit 
corporation" under California law. Nor is RAND a gov»rnment 
agency; it is a highly valued auxiliary to many government 
agencies. Nor is RAND an educational institution; it is one 
of the best collections of scholars and academic specialistis 
in the world. RAND is something of all these things: business, 
government, school. It shares their strengths and it shares 
their weaknesses. RAND's strengths are well-known and require 
no comment as they will be self-evident. However, its 
weaknesses are less apparent. Perhaps two of RAND's greatest 
weaknesses are its hyper-secretiveness (a dlease which it 
shares with most government quasi-agencies ), which Daniel 
Ellsberg has gone after, and its tendency toward being a 
closed system in which outside influences, both good and bad, 
are minimal, something on the order of the Rosecruians. 
RAND operates in, frankly, an "eggheads* vaocuum," and tends 

to see the world past, present, and future through RAND- 

colored glasses. Still, it is well worth an effort to under- 
stand RAND*s work and its importance to us. 

One possible, and very tentative, comparison for RAND 
is found in French history. The "salon" was a French 
Enlightenment institution, as RAND is a modern American 
institution. In it the best minds of the Enlightenment 
gathered to discuss their times, radical ideas ahead of their 
times, their problems, and possible solutions of all kinds; 



all supported by an indulgent, generous and uncomprehending 

aristocracy. Even this analogy is subject to challenge 

the salons mostly discussed RAND has, more often than 

not, acted on its discussions . 

The fruits of the salons 1 discussions were recorded in 
Diderot's Encylopedia and thousands of letters exchanged among 
Enlightenment figures. The fruits of RAND's work are found 
in its publications: books, reports, research papers, etc. 
The higher purposes of both are found in the lives of our own 
people, a better life for all mankind, present and future, and 
the victory of peace over war. 

The purpose of this article is to carry on where the 
article introducing RAND in Vol. I, No. 1, January 1973* 
left off. Here we will discuss some of RAND 1 a publications 
of interest to gaming and simulations students; their place 
in the literature; and how these publications may be obtained 
from RAND or various libraries and government agencies. 

Two things should be raoted. First, this article concerns, 
primarily, RAND 1 s unclassified documents and publications, 
approximately one-half of its total output. RAND's traditional 
policy has been to publish a generalized paper dealing with 
non-classified aspects of more sensitive documents. Thus, 
the substance, if not the form, becomes real and, sooner 
or later, RAND's knowledge becomes general knowledge. RAND 
has published one paper for each day of its existence, according 
to some sources, which means somewhere between 7,000 and 
10,000 papers of various sorts by hundreds of different 
authors including, by the way, most of the foremost thinkers 
of our time in dozens of different fields. 

Second, RAND 1 s papers are catagorized by subject areas 
which are listed below. These categories reflect RAND f s 
internal organization and areas of special interest to her. 
We will focus on only two, oufc of a soore or more, of these 
areas: Game Theory and Gaming. Those interested in other 
areas, such as Computer Simulation, Systems Analysis, etc. 
should inquire about appropriate bibliographies. 

For general public orientation RAND has published a 
folder, Publications of the RAND Corporation , which is available 
from RAND for free and which covers, in a general way, sources 
for RAND publications. The general contents of the folder 
are summarized below for those interested* 

RAND publications are available from the Corporation. 
Individual titles are available from RAND Publications Dept., 
1700 Main St., Santa Monica, Ca. 90*406. Prices depend on 
the number of pages in the publication but average $1 to $2. 
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Books are not available from RAND directly but must be ordered 
through their publishers. 

Collections, by subscription, are available, on a yearly 
basis which includes 350 to titles, an Index and Abstracts, 

but not the books. The fee is $300, domestically mailed. 
Back collections, for the two previous years, are also 
available. 

Indexes include a description of each publication, as 
well as an Abstract. Index of Selected Publications of the 
RAND Corporation . 191*6-1962, $10 per volume set, and 
Selected RAND Abstracts for the years 1963-1971, in annual 
volumes, $5 each. 

a* * Bibliographies cover the following subjects: Aerodynamics, 
Africa, Arms Control, China, Civil Defense, Combinatorics, 
Communication Satellites, Communication Systems, Computer 
Simulation, Computing Technology, Decision-making, Delphi 
and Long-range Forecasting, East-West Trade, Education, 
Game Theory, Gaming, Health-related Research, Human Resources, 
Latin America, Linguistics, Maintenance, Middle East, Policy 
Sciences, Pollution, Population, Privacy in the Computer Age, 
Probability, Program Budgeting, Public Safety, SIMSCRIPT, 
Southeast Asia, Space Technology and Planning, Statistics, 
i&c3/5 S Anal y sis * Television, Transportation, Urban Problems, 
USSR/East Europe, Water Resources, Weapon Systems Acquisition, & 
Weather and Meteorological Studies. Copies of the above 
bibliographies are available from RAND without charge. 

Many RAND documents are available to government users 
and other official groups from Government Document Centers. 

RAND document depositories are maintained at more than 
270 U.S. public and corporate libraries, and overseas. Most 
of these are located at major university centers. A complete 
list of the depositories is found in the Publications . 

Two samples of the Bibliographies are those for "Gamine" 
and Game Theory." The Gaming Bibliography, SB-1050, 
last updated in June 1972, includes listings for 2 books, 
2 reports, 23 memorandum, and 36 papers. Of these documents 
approximately 10 are of special interest to the average wargamer. 
Some of them are described more fully below. The Game Theory 
Bibliography, SB-1039, last updated in June 1972, covers 53 
pages, and includes entries for 8 books, 6 reports, approximately 
200 memorandum, and a hundred or so papers. This Bibliography 
also contains a 19 page Subject/Author Index. Each Bibliography 
contains various kinds of index, abstracts, order forms, etc. 
Bibliographies are normally updated on a yearly basis. 
Selected Abstracts, published quarterly, lists new publications. 
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In addition to the Gaming and Gam© Theory Bibliographies, 
those for Computer Simulation, Systems Analysis and Delphi 
and Long-range Forecasting may be of special interest to 
gamers • 

RAND produces five main types of documents: Books, which 
are normally authored by one or more individuals at RAND but 
which are published by a university or commercial publisher; 
Research Papers or Reports, which are prepared specially 
for someone, such as a government agency, which are usually 
funded under a research contract, and which are fairly elaborate 
in scope and deal with some aspect of RAND's work; Papers, 
which are less formal documents reporting on some RAND project; 
and Working Papers, which are informal and subject to revision, 
and which are usually prepared for discussion purposes. Another 
way of looking at them is that RAND books are for the world, 
Research Papers and Reports are for clients, Papers are for 
fellow researchers, and Working Papers are for in-house 
discussion. 

With even this limited over-view of some of the basics 
of RAND publications, let us consider some of the fruits of her 
labors in the gaming and simulations field. The following 
representative, although we have tried to pick from among 
the best, selections are chosen from hundreds available to 
illustrate the development of RAND T s gaming studies. They are 
also representative of the historical development of RAND 1 s 
work in this field; its depth, its breadth, and the varities 
of its methods, approaches, and authors. 



1) ^TECHNIQUES OP SYSTEMS ANALYSIS 
RM-1829-1-PR 
June 1957 

H. Kahn and I. Mann, 161 pp. 

This document is a preliminary draft of a portion of 
a planned book, Military Planning in Uncertain World . 
"Techniques of Systems Analysis" was to be part one of the 
book, followed by parts dealing with "Techniques of Operations 
Research" and "Philosophical and Methodological Comments." 
"Techniques of Systems Analysis" includes chapters on: 
Designing the Offense, Probalistic Considerations, Designing 
the Defense, The Two-Sided War, Evaluation and Criticism. 
Part 2 included chapters on: Probability and Statistics, 
Monte Carlo, Game Theory and War Gaming. 

The document represents an early development in the 
authors and RAND*s gaming experience. Many of these gaming 
students/authors went on later to make substantial contributions 
of their own to gaming research: Bernard Brodie, E. S. Quade, 
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C. J . Hitch, A. J. Wohlstetter. Still, the basic philosophy 
and style of the document is pure Herman Kahn. Kahn left 
RAND and founded his own Think Tank, the Hudson Institute. 
And, we believe, that was best, in the long-run, for both. 
Primarily a document of historical interest. 



2) #SOME OBSERVATIONS ON POLITICAL GAMING 
P-1679-RC 
April 30, 1959 

H. Goldhamer and H. Speier, 25 pp. 

This paper, which was intended for publication in World 
Politics , surveys five years of RAND working in the game 
field and the development of political gaming, as well as 
the efforts of other individuals and groups working in the 
same general area. The document gives a brief description 
of the technique and some of the authors 1 observations about 
its utility. Herbert Goldhamer is one of two men, the other 
being Oliver Benson, who can claim to be the "father of 
the political game." As such, his views are of special 
historical significance. 



3) #WAR GAMING METHODOLOGY 
RM-2I4I3 
July 10, 1959 
M. G. Weiner, 103 pp. 

This document explains and discusses the methodology 
of war gaming as developed and used in the study of limited 
war situations by the RAND Corporation. The technique was 
developed for the study of possible limited wars in the 
period from 1955-1960 in Southeast Asia, the Par East, 
and the Middle East (the SIERRA Project). 

Limited War, as the term is used here, includes the full 
context of air, sea, ground and logistic actions. Moreover, 
the nature of limited wars implies a strong interaction 
of military and political elements, and of economic aspects. 
The inclusion of these factors requires techniques that allow 
them to be combined and interact in diverse ways, a 
demand that is not met by a properly constructed war game 
exercise. 

As a research tool, the war game provides a systematic 
method for organizing and analyzing large groups of data 
and many varied factors. It forces decisions to be made, 
and permits the interactions and relationships among the 
factors to appear in specific, concrete forms. It provides 
a means of continually checking the credibility and feasibility 



of the military and political decisions, and is a useful 
framework for organizing a group and achieving division of 
effort in a natural "real life" way. 

The author 1 s objectives are to provide a sufficiently 
detailed study of war gaming methodology to enable the reader 
to understand the findings and conclusions of limited war 
studies, and to enable small, balanced staffs to organize 
and conduct their own limited war studies. 

The memorandum includes discussions of the concept of 
war gaming, prepatory steps for gaming, techniques for 
two-sided gaming, functions of the player and control teams, 
the play of the game itself, and analysis of the play. 
There are appendixes illustrating the types of background 
materials and planning factors used in war gaming, a comparison 
of the staff-study and the pre-gaming techniques for 
shortening of the time needed for some phases of gaming, 
and a sample analysis of decision points from one hypothetical 
game* 

An understanding of this document is required for the 
serious gaming student. 



k) #AN INTRODUCTION TO WAR GAMES 
P-1773 
August 1959 
M. G. Weiner, t|0 pp. 

This paper is the initial form of Chapter 11 of a book 
entitled "Sequential Decisions and Simulation," edited by 
Rosenstiehl and Ghoui la-Hour i, to be published in Prance by 
Dunod, Paris. The book describes various aspects of simulation. 
The purpose of Chapter 11 is to present some general information 
on war games. This paper provides a short history of war 
games and an introduction to the various characteristic 
techniques, and types of war games. An illustration of the 
steps in an umpired game is included. 

Shubik, et al. say this of Weiner* s "Introduction;" 
"This is an excellent survey of war gaming from early times 
to the present. The author distinguishes two types of 
war games and analyzes their differences. This study remains 
timely today." 



5) STRATEGIC GAMING 
P-1902 

10 February I960 
Olaf Helmer, 19 pp. 
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This paper uses a number of exhibits relating to a 
strategic procurement game in order to illustrate various 
concepts and techniques of operational gaming. In particular, 
the relative merits of play by human players versus 
machine play are discussed, as are those of rigid rules 
versus umpire rulings. The roles of the experts in different 
aspects of gaming are examined and illustrated* 



6) WAR GAMING 
RM-3l|89-PR 
February, 1963 
E« W. Paxson, 35 PP- 

This memorandum reviews those types of war games which 
provide support for military operations decisions. 

Shubik, et al. say: "The paper is an excellent, well- 
written, and informed survey of wargaming with reference to 
the significant literature. Originally prepared as a chapter 
in B. 0. Koopman, ed., Military Operations Research , the 
selection has more general appeal. The game classes 
discussed include Monte Carlo, man-machine, rigid manual, 
semi-rigid, and free-form games. Each class is characterized 
and exemplified; weaknesses and potentially productive research 
avenues are noted where appropriate. Significant issues for 
debate among gamers are noted." 



7) STROP : A STRATEGIC PLANNING MODEL 
RM-[j8l7-PR 
July 1966 

N. C. Dalkey, 38 pp.+ 

This memorandum describes one of the models developed 
in a continuing project at RAND concerned with strategic 
planning techniques. The particular model described is 
designed to be one of an integrated family of computer models 
for generating strategic war plans and evaluating force 
structures . 

STROP is a highly aggregated central nuclear war game, 
coded for a high-speed computer which evaluates a pair of 
Red and Blue allocations of missiles and bombers to some 
combination of four target systems: missile sites, bomber 
fields, bomber defenses, and value targets. The routine will 
evaluate one pair of Red and Blue allocations in about 1/50 
of a second. The routine can be used to generate and survey 
a large sample of Red and Blue allocations or to evaluate 
specific allocations selected by the analyst. 



8) APOLITICAL-MILITARY SCENARIOS 

February 1967 

H. A. DeWeerd, ll| pp. 

"The article is a good short lesson in writing scenarios. 
The author gives a brief history of political -military 
scenarios, which can serve variously as background contexts, 
settings for war games, and narratives of war games. To be 
effective the scenario should be modeled as closely as 
possible on the existing world; changes from this world should 
be explained as completely as possible. Two problems with 
scenarios, credibility and relevance, are discussed* In 
some cases relevance, rather than credibility, should 
predominate; otherwise future problems cannot be studied. 
The problem of the players reaction to the scenario is 
handled and suggestions are given to avoid the problem? says 
Shubik, et al. 



In 1970 and 1971> RAND conducted a critical evaluation 
of the activity and products of gaming, model-building, 
and simulation, under the sponsorship of ARPA. Some of the 
results of that project were: 



9) #0N THE SCOPE OP GAMING 
P-U608 
March 1971 
M. Shubik, 26 pp. 

"Gaming and simulation mean different things to different 
people. Currently there exists separate schools of individuals 
working on interrelated but basically different areas. Each 
have their own special goals, terminology, and criteria of 
validation. Yet there is a sufficient enough overlap among 
them that it is important to clarify the common interests and 
terminology. 

"The general topic of gaming is ripe for an examination 
to see to what extent there exists a basic methodology and 
theory of gaming. This paper addresses itself, in part to 
this problem. Different types of games and simulations 
and different purposes are discussed. A way of applying 
the work exposited here to the construction of validation 
procedures for specific games is noted." says Shbik, et al, 
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10) #0N GAMING AND GAME THEORY 

P-l*609 

March 1971 

M. Shubik, 33 PP» 

This is a companion piece to the above article. 



11) *THE LITERATURE OP GAMING, SIMULATION AND MODEL-BUILDING: 
INDEX AND CRITICAL ABSTRACTS 
R-620-APRA 
June 1972 

M. Shubik, G. Grewer, and E. Savage, 121 pp. 

This Bibliography is one of the results of the study 
referred to above. The specific aim of that inquiry was to 
assess the usefulness of gaming in military-political 
policy-making. Its general aim was to contribute to the 
definition of common standards and the refinement of 
objectives that are necessary to the gaming professions 
adv ancement. 

As a means to those ends, the authors compiled a 
bibliography of the professional literature of the past 
thirty years and made a critical review of much of it. This 
report describes their bibliographical and classification 
system and presents indexes and abstracts of the publications 
entered in it. 

Two companion studies are: R-732-ARPA, Reviews of Selected 
Books and Articles on Gaming and Simulation and R-1060-ARFA, 
toodelsTTimulations and Games A Survey , by the same authors. 

This Bibliography is an invaluable reference tool to 
the serious student. 

Ea«h of the above documents is well worth reading, some 
are worth including in your own gaming library. Those marked 
with an are of special importance. 

Those interested in RAND and its activities will find 
most of the information they need in RAND ! s documents. 
However, those doing serious research or wanting to have a 
balanced view of gaming activities must consult other sources 
in addition to RAND 1 s publications. For instance, the 
Shubik Bibliographies, as complete and useful as they are, 
are still incomplete; they fail to list many major publications 
from sources such as the Research Analysis Corporation. 
Anyone comparing the bibliographies in Alfred Hausrathe 
Venture Simulation in War , Business and Politics will quickly 
discover that the elephant when seen from RAND is not the same 
as the elephant when seen by RAC. 
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RAND's sins may not be sins of commission, they may 
merely be sins of omission. It seems likely, to us, that 
no one, not even RAND, can keep up with everything going on 
in the gaming and simulations field today. It is proof of 
its rapid growth and demonstration of its lack of organization. 
But, if anyone is going to bring organization out of the 
confusion they will have to start where RAND has left off, 
there is no other way. 



Hopefully, this brief introduction to RAND 1 s publications 
will encourage some of you to acquire some of RAND's other 
publications and, in due course, submit some reviews of 
those documents for publication. We can't read everything 
RAND publishes but if we all work at it perhaps we can keep 
up with some of their important work. 



NOW AVAILABLE IN LIMITED 
QUANTITIES 



A very few volumes of XENOGOGIC Vol. VI are now availabl 
for immediate delivery. 

For a full list of contents see the enclosed evaluation 
sheet . 

Volumes are encased in a permanent volume and bound for 
library storage. 

The price is $8.00 per volume, postpaid. 
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THE ROLE OF SIMULATIONS TN A SECONDARY SCHO O L CURRICULUM: A Case History 

by Michael W. McGulre (Sljirulation Design Group) 

+^ SeTiOUS ? a ? eS 321(3 siraul ation s serve many diversified uses In our con- 
k^oTIdSrS? • f Veral + ma J or panics have developed a lucrative mar- 
each vesrS. ^ tertal ™ ent eamBB, the public spends millions of dollars 
urban ^iSc^ he opportunity to refight World War Two battles or modern 
urban political struggles m the comfort and security of one's livine room 
in an entirely different context, the US government annually expeno^mSlL'ns 

Tn o 1 J h ^^ artl ^ g . eV u 1U , tiDn ° f gaming scienc e is not mere happenstance, 
in our complex and technological society meaningful participation in social 
decision-making is limited to a few individuals appointed, eleSed^r perT 

of t~:TTTl the I? 5 ** S ° Ciety - GameS 0ff - a wid - c^s-section 
»Lf t u ^ the pUbl:LC 311 °PP°rtunity to change the history of empires - 

?£oUh ^ ° ard ^ 0ard W ° rldS 0f the^ffee-table Z tie 

Through games, people can regain, atleast momentarily, the impression that 

they can exercise real and direct control over the world LXch they live 

SerstidLr rld i SaderS ° r / aCt0Iy "° r ker S , games instill a sense or 
understanding and hope; people who play serious games often experience the 

ch^b/the^Lr ^ "* ™™ ° f ^ ^ 

T ! le J C1Irr !? t fatallsm ' a P ath y and ignorance of society is directly 

totally unable tn n?f»f + r to ! d ^ T pe0 P le ' Yet > ° ur osteins seem 

totally unable to offer them the -relevant' education which they both need 

" ne^deTfor^ffcT ^ " hat is ^"sidered worth Knowing aS what 
nL« ?T S ^ effective life appear to be growing at an ever-increasing 
centre oft£ S °V ^tt ^ sch ° o1 Nation by a significant ^el 
Zi ad ? lescent y°V th P 0 ^ 8 U P the magnitude of the problem. 
Our schools fail to motivate the student by confronting hii^ with an 
unimaginative curriculum, obnoxious textbooks, inadequate ^ciStles aS 
archaic teaching methods. Day after day, our youth sit through hou^I of 

sS^M™ 3 ™^ 1 ? CtUreS ' tests of q^^tionable va^e and^conf 
stricted classroom discussions. The vitality and vibrancy of our youth's 
minds is literally being stagnated and killed by the ver£ iLmuSon 
which is designed to foster mental growth. mstitution 

Reform is needed immediately. Research is already advancing on modular 

S^?* 68 ] teXtb ?° kS ^ bel ^ revised ' facilitSs^da?ed! 
iSSTrT ? lay ^ ******** role in our reformed educational 
institutions. Indeed, gaming science is already being employed bv many of 
the progressive school systems in this country. Yet, the adoption of^ 
gaming science in a system is often a slow and uncertain prS or trial 
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and error. However, when given a fn-jr> f*h^„~ ±u 

a success. One such succef story oc^urre^ a'fe™^ 33 iS 

school system in the Midwest. ooourred a few years ago m a high 

schoo^leSlhe^ddte" 0 ^ 3 ,, 1003 ' 6 ^^ °^ mpla Fields - The 
suburban aV^tart^tiT^ ClaSS of a Chicago 

vocational traiSJ fZ th Tt^SlZ f ^ P re ?f at °^ ^ outlook" 
student body of tcOO^as L ^ ? 13 llmited or n °»-existent . The 

of the graduating classes^ oTff J? °5 a PP™ xlmatel y "0; and over 80/„ 
that gaming sc^ce Cl g a :Ke S d S °a SoUtaS^tS^f ™ * ^ Sett ^ 

1965-1966 School Y^y. 

was he^S t^hoV—^f ?L"! d w NatlD ?, S . General Ass « action 
ulation; it was tyScal^T+h^, / aS r° thlng ™ ia * ue about th <* =^ 

* schools th^St f^tS ™ 8 ™ k Se^Sr/! 1 ^ 11 T replayed 
as the 'medium* for the ertr-v nf \™- 7 ^* United Nations has served 

the basic stock c? P t^pS^^^ B r^ t '^-» « is 

notewoX FirT^rotcY w f 1966 ? ±Ch Nation are 

senior s^denS? Once the student i^tf^ ^ ^ itiati ™ °* a group of 
from the social science facuTfv 1^ ^ w « «P™««>ed f sincere support 
its fiaal form, r^L^TatT™ n ^'^rtS^Sff?' * 

ssl^j ^^attu^Lf s ^F^ 1 -^ - : & a *~ 

afternoon. What makes this f ~+ ^ f. the """^ four la the 

body, uore S 2ot stuoStf atSlhf, " ^ 0Ver ^ ° f tte stadent 
students can be motivated to 'nS^f + • Slmulat ^ n - When 200+ high school 
activity on a Satordly sctool^Sn? f 6 f T SOhDo1 related aca ^'"" 
isfled/what ma^es tMs aSa^™^^ haVe JUSt reason to feel sat- 
that the conduct of the stud^+Tn/ erfo ™ e even ""re remarkable is the fact 
indicated that the vast S£v ^/^^ur session clearly 

on their respective countr^^ fL^ them * ad done comprehensive research 
this si^latLn aluc^uadX^ SSStSSST' ? ° ^ 

1966- 1967 School Year* 

°°to™^l^^£^£^%\*>™ 3 "P 1 ***** continued 
of gross negltencelhl^ t'^ administration and faculty proved guilty 
not take thfSativf £ fo™^*™" 3 3 key grou P of stud ^ts did 

valuable lessors lear^d^he pSr prw" thf^? W*' Ign ° rlllg the 
the opportunity to advaace thnS^JpS^r^^r 1 " ^ 

1967- 1965 School Year; 

-t de^tV^h ssLrs^i^orar year - scienoe was 

teachers joined forces to organizf^ co^+l+,1- g T P ° f StUde " tS ^ 
based on the lost contlSnt Sf^S TheS ^ffn^ ^ conventlon simulation 
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the writings of Locke, Voltaire and Rousseau were mimeographed for the 
participants along with extracted information on the nature and organ- 
ization of constitutional government. The final packet distributed to 
the participating students was over 75 pages long. 

The actual singulation, again held on a Saturday, surpassed the attend- 
ance record of the 1966 UN simulation. During the morning session state 
planning groups and constitutional committees met to prepare formal 
proposals for the convention. After a lunch break, the participants met 
in the school auditorium as a collective body to debate the proposals 
generated during the morning. Late in the afternoon a patch-work, com- 
promise draft constitution was adopted. 

The siirrulation proved a modified success. The day-long affair was 
clearly not adequate in length to resolve the fundamental question of 
writing a constitution for a fledgling country. The participant's packet 
was an excellent guide to the theory of constitutional government, but 
it was less than useful when it came to the question of actually devising 
a Muan constitution. The simulation organizers recognized the need for 
more extensive 'practical' preparations for future siirrulations . The lesson 
they learned would be applied with great success the very next year. 

1965-1969 School Year: 

The key students involved in the Muan simulation were juniors. These 
same students returned to school in the fall of 1968 eager to pursue 
additional simulation projects. The impending highly controversial Pres- 
idential elections provided them with an excellent subject matter. 

During September a student-faculty committee conducted planning sessions. 
Proportional state delegation sizes were calculated; state seating arrange- 
ments in the auditorium were developed; and prospective participants were 
contacted. Recalling the problems of the previous year, selected student 
participants were assembled to draft convention rules; party majority and 
minority resolutions; and party platforms in the weeks preceding the sim- 
ulation. Party (Republican and Democrat) leaders were selected for the 
bi-partisan convention, and informal state and party caucuses became a 
normal sight throughout the school's halls during late September and early 
October. By convention time on Friday, October l6th, the preparations were 
complete . 

When the chairman's gavel fell precisely at 7:00 PM, an overflow 
crowd of 450 students was packed into the auditorium anxiously awaiting 
the night's political struggles. The students playing the part of the 
convention chairman and his staff (messengers and sergeants at arms) were 
connected by intercom to student and faculty advisors safely sequestered 
in a film projection booth overlooking the 'convention floor'. A local FM 
station provided continuous live radio coverage which included two 'on— the— 
floor' reporters equipped with wireless microphones. 

The convention was scheduled to last until only 10 PM, but it didn't 
take long to throw that time limit out the proverbial window. As the hours 
passed, a hotly contested but smoothly operating convention unfolded. One 
incident of pseudo-violence flared when strained tempers and frayed nerves 
reached a breaking point, but the sergeants at arms, alerted by the advisors, 
quickly restored peace after ejecting several exuberant delegates. Vietnam, 
law and order, and the economy were reviewed, discussed and debated. When 
the political smoke had cleared late Friday night, the Richard Nixon (Pres- 
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ident) and Nelson Rockefeller (Vice-President) ticket had been selected. 

This political simulation proved several things. It proved that 
high school students could be motivated to spend a Friday evening (a 
night so precious to most young people) engaged in academic/intellectual 
pursuits. Perhaps more importantly, the simulation demonstrated that 
students will expend a great deal of time and effort (in planning and 
preparations) on a worthwhile learning experience. An indicator of the 
success of the simulation can be taken from the many local citizens who 
called the FM radio station which covered the event to express their 
appreciation for an 'entertaining glimpse of American youth at its best*. 

The 1968 political simulation was the turning point for gaming science 
at Rich Central. Interest in the use of gaming science techniques in 
education resulted in the use of Professor Guetzkow's Inter-Nation Sim- 
ulation in two classes of contemporary history students. 

A senior history student, selected by the social science faculty, 
was requested to adapt the successful INS system for use in the senior 
history classes. By the spring of 1969 the revised simulation was ready. 
Turn times were adjusted to fit the school's fifty-five minute periods 
and 30 student classes; a complete historical background scenario was 
written; and the necessary forms and other materials were reproduced. The 
student-author of the variant INS system served as the Nature element for 
both classes; no faculty members took an active role in. the simulation. 

The original plan called for the operation of the INS on alternate 
days during a two week period; a total of five sessions. However, the 
highly receptive reaction of the test classes during the first week persuaded 
the teachers to expand the scope of the simulation. For the next four weeks 
the sessions were held on a daily basis. A two day long 'de-brief session 
was held at the conclusion of the simulation. 

The active interest of the students was reminiscent of the political 
simulation earlier in the school year. Alliances were formed and broken; 
economic trades flourished and disappeared; crises flared and were dealt 
with; policies were developed and abandoned; and individual hopes and 
aspirations were realized or crushed. Prior to the simulation, the students 
had often vocally expressed their dissatisfaction with world leaders who 
are unable or unwilling to establish a lasting peace on earth. After five 
weeks of crisis simulation which resulted in three nuclear wars and a host 
of revolutions despite the most noble intentions, the students gained a 
deep respect for the complexities and uncertainties of international affairs. 

Although five valuable weeks had been consumed in the process, the 
faculty was delighted with the results of the INS. There could be no doubt 
of the intensely valuable educational lessons offered to the students by 
the simulation. Gaming science, at last, had found a home at Rich Central. 

The initial evolution of gaming science at Rich Central was a slow 
and tedious process. Yet, once the simulations were conducted, the value 
was readily apparent. Fortunately, this value was recognized and utilized. 

The gaming science revolution at Rich Central has continued. In 1970 
an improved INS was prepared for the history classes; a series of mini- 
simulations were designed for the economics courses; and still other 
school-wide simulations were put on the drawing board. 

A productive blend of faculty and student interest is vital to the success 
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of gaming science in a secondary school curriculum. Gaming science is 
an effective educational tool that has been graphically demonstrated at 
schools lite Rich Central throughout the country. It xs a teaching element 
which actively co'mplements the traditional 3Es in education; it must not 
be ignored. 

TRI THETA EPSILON SIMULATION 
A VALHALLA EKDING 

The TRI THETA EPSILON SIMULATION Exercise, based on 
the SAGA, GtJCS, Cold War Game and the M.I.T. POLE* experiments, 
has concluded after almost seven months work. 

Copies of the final report, and all necessary 
documentation, are now available. 

The charge is $5.00 P©r °°?y* Flayers and monitors 
will receive their copies shortly. 

Among other curiousities the Simulation: 

(1) Correctly forecast the latest changes in the 
Soviet ruling hierarchy; 

(2) Correctly anticipated the appointment of Henry 
Kissinger as Secretary of State; 

(3) Evaluated the consequences of a simulated Balkan 
Crisis involving the death of President Tito of Yugoslavia; 

(10 Handled a crisis between the United States and 
Soviet Union involving a U.S. polaris submarine; 

($) Observed the intensification of a political 
dispute between the Soviet Union and Peoples Republic of 
China over Mongolia, a conflict which developed into a 
theater-wide nuclear conflict. 

Probably the most valuable portion of the exercise 
was the experience gained by all concerned which will prove 
invaluable in the next Institute simulation. 
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GAMES FOREIGN POLICY EXPERTS PLAY: 
THE POLITICAL EXERCISE COMES OF AGE 

By Lincoln P. Bloomfield and Cornelius J. Gearin 

In December 1959 a Teaching Note in the "American 
Political Science Review 1 ' reported on early efforts by 
political scientists at the Massachusetts Institute of ^ 
Technology to adapt the techniques of "political gaming 
or (POLEX) first experimented with at the RAND Corporation 
in the early 1950s. (1) 

Thirteen years ana many a POLEX later, it seems 
timely to make another report to the profession, particularly 
since the most recent round of "games" at M.I.T. was aimed, 
at least in part, at moving this particular art form closer 
to the main body of social science experimentation and 
practice. (2 ) 

CONTEMPORARY GAMING 

Political (or political-military) "games" have 
been increasingly used in the past decade, chiefly for two 
purposes— educational (3) and policy planning or analysis. 
At M.I.T. , while has the PE has also been used extensively 
for teaching and training, our major efforts have gone into 
developing its second use. O4) The Studies, Analysis, 
and Gaming Agency (heretofore the Joint War Games Agency; 
of the Joint Chiefs of Staff has since 1961 employed something 
akin to the 1960 M.I.T. /RAND model (which we developed with 
the collaboration of Thomas C. Schelling ) to confront senior 
and lesser officials from the foreign policy-defense 

community with alternatives in future contingencies with 

mixed results, in our opinion. ($) This type of all-man, 
role-playing game using "realistic" hypothetical crisis ^ 
problems has been staged by other groups, both In the United 
States and elsewhere, to educate policy analysts by projecting 
international situations that otherwise might not be 
considered, and to expose diplomats and others to roles their 
own experience might not otherwise fully comprehend. 

Apart from the JWGA, now SAGA, whose games service 
the broad U.S. government community, few political games 
seem to have been played inside the government. The one 
senior in-house political game in the State Department of 
which we are aware was Exercise PORTER in 1963 (which 
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Professor Lincoln Bloomfield directed), although members of 
the now defunct Policy Planning Council participated in 
virtually all our M.I.T. professional-level PE's over the 
years. An abortive experiment with more formalized man- 
machine gaming of the Inter-National Simulation— World 

Politics Simulation International Processes Simulation 

(INS-WPS-IPS) was tried out in State in recent years, and 
the Foreign Policy Institute, like the various service war 
colleges, has attempted sporadically to build simulation 
into its crowded curriculum. Computerized simulation exercises 
have, however, been solidly installed in the Industrial 
College of the Armed Forces (where quantities are obviously 
far more relevant) to evaluate production and logistics 
problems. Computer-assisted simulations of strategic and 
tactical military interaction have been employed for several 
years by the U.S. and European governments to elucidate the 
military component of foreign policy issues. 

Since GENEX I, put on by Bloomfield at the Institut 
de Hautes Etudes Internationales in Geneva in 1965 at the 
urging of Jacques Freymond (and understood to be the first 
European game), scholars such as Jean Siotis and A. J. R. 
Groom (who both assisted in GMEX I), A. N. Oppenheim and 
Michael Banks in England, and C. C. Schweitzer in Bonn 
have used the techniques in Western Europe. Others have done 
so in countries such as Israel. Interest in political gaming 
has also been growing in Eastern Europe; Bloomfield was 
invited to include the subject in lectures in Belgrade in 
1968 and in both Moscow and Bucharest in 1970. 

Of special interest in the international application 
of political games was a peacekeeping game played in Geneva 
in 1970, and "recounted" to a diplomatic gathering in Toronto 
by Bloomfield and Miss Amelia C. Leiss, under the aegis of the 
Carnegie Endowment for International Peace. A "mediation 
game" conducted at the Diplomatic Academy, Vienna, under the 
auspices of the International Peace Academy in the summer of 
1970, involving officials and others from twenty-nine nations, 
was also directed by Bloomfield with the Collaboration of 
Miss Leiss and Thomas L. Fisher II. (6) Siotis, David Thomas 
and others conducted a most interesting all -human simulation 
of a Conference on European Security and Cooperation in 
Geneva in the spring of 1971 with the informal help of many 
of the governments concerned in formulating accurate opening 
positions. Moreover, with the assistance of some "political 
gamers" the technique of both all -man and man-machine gaming 
has increasingly been applied experimentally to such non- 
foreign policy realms as the Model Cities Program and other 
urban and economic issue areas where better anticipation of 
possible outcomes and consideration of alternative strategies 
might be facilitated by role-playing and dynamic simulated 
interaction. As for classroom use, there seems little doubt 
that gaming is here to stay. 
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GAMES AND LOCAL CONFLICT 



The M.I.T. Center for International Studies resumed 
its intermittent role in the development of professional- 
level, policy-type, all-man games, or "political exercises," 
with CONEX I (the CON referring to local conflict) on 
September 11-12, 1968, The second game, CONEX II, was, like 
the first, held at M.I.T. *s Endicott House in Dedham, 
Massachusetts, on December 6-7, 1968; CONEX III also took 
place there on March 28-29, 1969* In CONEX IV, September 
17-19, 1969, we used an experimental variable condition, 
the "CASCON" computerized conflict data system we are 
currently developing under contract to the U.S. Arms Control 
and Disarmament Agency. (7) Because of the technical 
requirements of that exercise, which involved computer use 
not only for CASCON but for game communications as well, 
it was held in M.I.T. 1 s Center for Advanced Engineering 
Studies in Cambridge, Massachusetts* 

All of this grew out of substantive research on 
foreign policy problems, as has all our gaming activity 
at the M.I.T. Center. The particular problems of study 

were related one was a concern with foreign policy planning, 

particularly of a preventive variety. The other had to do 
with local conflicts and their prevention. 

As early as 1963 a group at M.I.T. began to investigate 
the nature of local conflict, and the relevance of arms control 
and conflict control measures aimed at minimising the chances 
of small wars, particularly those that might involve the 
nuclear powers and thus contain the danger of escalation. 
This initial project, sponsored by the U.S. Arms Control and 
Disarmament Agency, was completed in 1967* (8) Among the 
fruits of that research was a series of hypotheses bearing 
on the causes and effects of the United States 1 policy 
toward local conflict in the developing world. 

At the same time, we felt the need for further 
analysis of factors in U.S. involvement in low-intensity 
conflicts in different parts of the world that the historical- 
analytical case method employed in our earlier study, (9), 
had identified and isolated, but could not explain. The 
intensification of the Viet Nam war gave urgency to the 
conviction that this line of research warranted development. 

One way of testing our tentative findings would 
be to expose them to hypothetical situations in which 
pressures for and against U.S. unilateral military 
intervention were experimentally generated. The same would 
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be true of reactions to various conventional arms imputs 
into conflict situations (which we were also studying). 
This was what we sought to do in the new CONEX series of 
games, with the benefit of hypotheses and propositions 
generated by prior research. CONEX II was the only exercise 
in the series not concentrated on U.S. policy-making. Its 
focus was on the behavior of small country decision-makers 
on war and peace issues, with particular reference to the 
acquisition of conventional weapons; for this we were likewise 
able to specify hypotheses developed both in prior research 
and concurrently by colleagues in the Arms Control project. \W ) 

In turning back to the PE model we had earlier 
helped to refine, we were acutely aware of its shortcomings. 
Despite the widening circle of application of its first 
decade of operational use, the "research 1 ' PE remained a 
highly experimental device whose primary purpose could in 
honesty be described only as heuristic, and which was still 
considerably more "social science fiction" than science. 
Nevertheless, evidence had accumulated that a well -designed 
and executed PE could have a substantial impact on a 
professionally-trained person in loosening up some of his 
policy assumptions by forcing him to "live" realistically 
with an artificial situation not of his own choosing. (11) 
It was generally agreed that this value was a direct product 
of the antagonistic clash of wills generated in a dynamic, 
interactive role-playing exercise characterized by tension, 
professionally competent players, a plausible scenario, and 
a sequential interaction of the players or teams leading 
them to unforeseen choice-points. We felt that if we tried 
to correct for some of its most glaring methodological 
weaknesses, the still relatively free game might expose for 
us, better than any other experimental method we knew, the 
"innards" of the policymaking process concerning U.S. 
involvement in local conflicts. 

We thus used in the CONEX series— -with what we 

believed to be ameliorative changes the all-man, relatively 

free, multi-team game which sought to model typical groups 
of senior officials responsible for making policy and 
implementing programs on behalf of the United States, in a 
time frame reflecting the Viet Nam experience. 

To elicit the maximum amount of data, we designed 
hypothetical situations, set in the near future, in which 
we foresaw the U.S. government as likely to be torn between 
competing impulses. Such situations should, we felt, at 
least expose the pros and cons of choices between (a) trying 
to arrange things so that Washington controls the political 
and idealogical outcome of a conflict— in many ways the 
model of the 1950 ! s and the 1960's; and (b ) a policy of 
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either violence-minimizing regardless of outcome, or 
(c) of outright abstention from any involvement. For 
distribution we selected hypothetical areas where by our 
own a priori assessments U.S. interests were deemed to be 
"high," "low," or "medium." (These were arrived at by 
assigning weights to twenty potential crisis areas on the 
basis^of nearness to the United States, treaty commitment, 
likelihood of significant advantage to powers unfriendly 
to the United States, and availability of fast-reaction 
forces.) The scenarios, postulating events that had not 
yet occurred in the real world, were as realistically 
constructed and politically plausible as experts could devise. 

All four of the CONEX exercises had in common the 
following characteristics derived from predecessor PE ! s 
(they are common to most related forma of simulation): 

(1) There were two or more playing teams, each 
portraying an assemblage of high-level civilian and military 
officials responsible for making foreign policy decisions 

on hehalf of their national governments; at least one team 
in each game (and two in each of three games) represented 
the "United States" decision process. 

(2) Each team, relying on the real-life political, 
diplomatic, military and scholarly experience of its members, 
was expected to fulfill all of the responsibilities assigned 
to that "country" in a decision-making style typical of 

the real -life country. Members* decision-making was assumed 
to be rational in the sense of a value -maximizing process, 
but under conditions of information uncertainty also 
constrained by history and culture; a sense of personal 
responsibility accentuated by role-playing; and accumulated 
professional skills. 

(3) Each team was assigned a mission specifying 
responsibilities and limitations, in order to define the 
context of its participation. These hahavioral parameters 
were largely organizational and did not significantly 
constrain choices. 

(I*) Those elements in the international system 
that either varied from common knowledge, or constituted 
specialized knowledge, were stipulated for the participants 
in the "Scenario-Problem" document given to them at the 
outset of the game and updated at specific points in ttie 
exercise. 

(5) A "Control" staff provided: updates of the 
scenario specifying the synthesized "results" of team 
interactions; means of communicating the actions of one team 
to others; means of conveying to the teams the behavior of 
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other elements in the system that impinged on ther initiatives 
a mechanism for administrative control and support appropriate 
for the size, duration, and objectives of the particular 
exercise; and a system for evaluating and/or observing 
performance, consonant with parameters of the research design, 

(6) The research design ensured that each exercise 
was designed for its special purpose; an explicit and detailed 
definition of this purpose influenced all subsequent organ- 
izational and methodological choices in the game design. 

(7) Team decisions were encapsulated in messages 
simulating typical government instructions: these included 
a basic strategy paper, plus unlimited messages to other 
teams or public statements, all committed to writing on 
standard message forms, and an occasional face-to-face exchangi 
between prospective adversaries. 



NEW DIRECTIONS IN CONEX 



Because of our efforts to create an improved 
experimental medium, however, the CONEX model differed from 
earlier PE f s in several aspects. 

(1) All of the situations portrayed in the CONEX 
series were initially framed for the players as non-crisis 
or pre-crisis problems. 

We were led to this deviation from the typical 
"crisis game" model out of a conviction as citizens that 
better advance planning is desperately needed if preventive 
diplomacy is to be more than rhetoric. We sought to ascertain 
if games were in fact as dependent on a high-intensity crisis 
environment as we, and others, had hithereto assumed. On 

the hunch that they were not and because we were studying 

preventive diplomacy we deliberately designed each of the 

CONEX exercises in two basic parts. The first part was set 
early enough in the life of a crisis so that the United States 
had a substantial range of options open to it. But the 
second part was portrayed as exigent enough to test some 
of our fundamental hypotheses about competing policy pressures 
weighing on the decision-maker. The technique required the 
players to live with the consequences of their planning 
decisions, and our inspiration for it was the RAND "SAFE" 
procurement game. (12) 

In the same normative spirit, we were troubled 
by the frequent assumption, both in real life and in games, 
that conflict situations are by definition almost exclusively 
political -military. Clearly, decision-making is strongly 
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influenced by factors other than military; where it is not, 
it should be. We thus made provision for more specific 
imputs from the domestic sector than in prior games. All 
of the CONEX exercises provided for explicit imputs from 
"Congressional" factions, "interest groups," the "communications 
media," "budget makers," and other private and public 
bureaucratic competitors for resources, with highly qualified 
professionals playing these roles. (ihe growing inverse 
relationship between defense and domestic political influence 
in this process! [(13)) is the final reason for wishing to call 
our "games" political rather than political -military exercises — 
or, better still, political-economic-psychological-cultural- 
intellectual-military exercises, for which the acronym would 
be PEPCIME). 

(2) Specific hypotheses referring to policy 
preferences, or decisional behavior concerning involvement in 
local conflict, were selected for examiniation prior to each 
exercise. 

Each exercise was designed to produce specific 
data on selected hypotheses; situations and imputs were 
planned to stimulate consideration of salient issues directly 
related to hypothesized behavior. 

In CONEX I we had listed six broadly cast hypotheses 
about predicted U.S. reactions to any new local conflict 
situation. (For example, we postulated that "preventive 
policy measures are more available early in a crisis than 
late, but the United States government typically does not 
take full advantage of them.") 

In CONEX II, III, and IV we further refined the 
process by assigning specific hypotheses to the predicted 
behavior of each team for each move period. Another change 
was to flag in advance those hypotheses whose primary data 
source would be, respectively, team documents, questionnaires, 
monitor observations of real-time activity, or some 
combination of these sources. (The role of the monitor is 
explained below.) These improvements proved valuable because 
they permitted a more precise and relevant design of 
questionnaires and monitor forms, reduced monitor work load, 
assured overlap or corroboration as necessary, and expedited 
post-exercise analysis. In each successive exercise some 
of the previous hypotheses were eliminated as previous games 
showed that no useful data could be generated for them. 
However, we also found that in every exercise we accumulated 
data on nonspecifiod hypotheses, thus further substantiating 
the conviction that policy games are best at generating 
hypotheses and should be analysed to discover their 
propositions. 
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There is little doubt in our minds that the design 
for a political exercise for research or policy analysis 
should be based on a set of precisely formulated questions. 
Good experimental technique suggests that such questions 
can best be posed as hypotheses, and games taken as partial 
evidence in support or confirmation of the hypotheses. 
True, there is not an exact connection between hypotheses 
about policy behavior and game evidence. One does not predxct 
in advance what the players 1 exact reactions will be (although 
that is not totally impossible). But, properly used, this 
kind of undergirding process makes for a more meaningful 
experiment. 

Apart from permitting far more discipline over Control 
staff inputs, this degree of pre-planning permits better 
measurement of the input-output relationships geared to the 
specified hypotheses. One can select or devise measurement 
devices appropriate not only for the hypothesis, but, more 
important, for the exercise situation in which the hypothesis 
will be tested. Enumeration of hypotheses early in the 
planning phase of a PE has the added advantage of rationally 
determining the appropriate level of conflict (or cooperation) 
to be gamed. 

The separation of move periods into distinct sets 
of predicted policy events provided a means for comparing 
the relevance of a specified input to differing environmental 
conditions. We quite often discarded a proposed event that 
would not be compatible with the situation or would pre-empt 
a logical team alternative. 

More generally, this procedure defined the situations 
most appropriate for inclusion in the scenario and associated 
background material. It also guided the Control staff in the 
planning and formulation of responses to team meassages, 
and above all set planned limits on the inevitable and often 
damaging tendency of Control to "free-wheel" and thereby 
pre-empt design objectives. In the COWEX exercises the 
hypotheses were useful as reference points for Control when 
decisions had to be made about the pace and direction of the 
exericse. Finally, selection of key propositions to be watched 
for enable the real-time monitors to observe selectively 
the relationship between input and team decisions. 

(3) "United States" decisionmakers were simulated 
by two similarly composed professional U.S. teams (except 
in CONEX II), which played separately but simultaneously; 
their behavior was subsequently compared on the basis of 
one critical variable manipulated for one, but not the other, 
team, (We made every effort to ensure that they were 
similarly constituted ((it*)) for comparative purposes, except 
as noted below. ) 
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We are fully convinced of the value of fielding 
more than one U.S. team in a decision-making PE, if only 
as a generalized check that the behavior of a single U.S. 
team is not totally idiosyncratic. For those hypotheses that 
related to individual behavior, the additional team 
increased the sample size and consequently strengthened our confid- 
ence^ statistical findings. Yet in CONEX I, III, and IV 
we risked serious problems in having two U.S. teams interact 
vis-a-vis a single protagonist "state" (not to mention a 
single Control staff operating with a single scenario). If 
the two U.S. teams* policies had diverged significantly, 
it would have presented acute problems to Control in defining 
a single U.S. position to other participants. The result mittht 
have been either to require the playing of two games 
simultaneously, or to force either or both of the U.S. teams 
to modify their positions. We were uncertain as to how well 
in that case we would be able to introduce Control responses, 
adviser inputs" from other actors subsumed under the Control 
?£°? P l^? nd 0ther team moves ; Previous experience had suggested 
that this amounts to playing two games, placing an inordinate 
strain on a single Control operation. It could also have 
forced the "protagonist" team to alter its behavior to the 
extent that its actions would not be the result of free 
realistic choices. * 

a ™ As it turned out, both U.S. teams in CONEX I, III 
and IV made fundamentally similar responses to the assigned 
problem. In successive move periods we saw sufficient 
essential similarity of the overall moves by the two teams 
so that virtually all Control responses were identical, and 
did not require adjustment to differences. 

The simultaneous employment of two "U.S." teams 
also permitted one to be used as an experimental control- 
an independent variable condition was applied to only one 
team of each pair. In CONEX I and III we introduced without 
announcement a focus on "cost-consciousness" in one U.S. 
team, through the device of special briefings on cost 
constraints (not only economic, but also opportunity and 
social costs). The team briefed was strongly led to focus 

^«^ V % r T^ ng ™ sourc V llocatlons entailed in a range of 
possible U.S. policies toward a hypothetical local conflict 

S ^ Ua l° n U Al3 ° *? C0NEX 1 and 111 ari economist member was 
added to the experimental U.S. team to press for consideration 
of costs and systematic analysis techniques. In CONEX IV 
the special variable was the availability to one U.S. team 
of the experimental CASCON Pilot System— a computer-aided 
conflicts! 3 nS ' retr *ieving & nd analyzing data on local 

4. curiously, we were not able to determine the 

extent to which the introduction of inducments to "increased 
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rationality: influenced behavior. For one thing, each attempt 
was marred by a procedural or methodological weakness that 
precluded successful observation. It may be that this 
experience indicates a limit to the ability of a PE to 
produce clear evidence on a specific phenomenon, for it is 
difficult to measure the effects of any single input without 
exerting controls which would fundamentally alter the character 
of the PE. The slight differences between the hehavior of the 
two teams in each of the exercises could not be attributed to a 
single variable. Perhaps more to the point, it was exceedingly 
hard at the end of the 1960's to get any team playing the role 
of U.S. decisionmakers to decide on unilateral U.S. military 
intervention anywhere, whether the members were given a cotft 
briefing or not. In general terms, the potential value of 
comparison would seem indisputable, even if CONEX experience 
failed to provide solutions for the problem of isolating 
one experiment without sacrificing the entire exercise. 

In a complementary series of student-level exercises 
(EXOON) of even greater rigor, conducted as a part of this 
research by Professor John D. Steinbruner, (l£) the evidence 
supporting this hypothesis was much stronger because the 
primary level of analysis was individual as opposed to group. 
Quite likely, comparison can best be accomplished on this 
level. Given the statistical difficulties encountered with 
aggregating individual decisions, it may be that the effect 
of this kind of variable can only be observed on the individual 
level. However, we are encouraged to believe that with 
sufficient replications, the effects of intervening variables 
might be washed out to the extent that group comparisons would 
be useful. 

ik) Various experimental controls were imposed 
on the behavior of teams in order to improve both the quality 
of the data and the potential for research. 

(a) In all the CONEX exercises, playing teams 
were required to describe explicitly not only their strategy, 
but also their rationale. At the conclusion of the initial 
planning period each team submitted to Control a strategy 
paper that included an evaluation of the situation, a list 
of broad goals and specific objectives, and a strategy outline. 
In order to give the Control staff maximum reaction time, 
these papers were summarized orally on television prior to 
drafting. Most succeeding move periods were concluded by 
an abbreviated form of the initial strategy paper. (The 
original contingency estimates remained unchanged.) 

This technique clarified the input-output relationship 
by formalizing team reaction to a changed situation or 
adversary action. Team-produced documents in thi3 analytical 
form constituted a record that could subsequently be compared 
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with real-time monitor reports and questionnaire results. 
The "position papers" also represented the culmination of 
a typical mutual adjustment or compromise processs. As such, 
they reflected decision -making reality more faithfully than 
the parochial opinions of individuals. 

The requirement to re-evaluate strategy and 
formally revise it as necessary is not unrealistic in a 
simulation of foreign policymaking. It is perhaps unusual 
for the same people to participate in the solution of long- 
term problems. Despite this irregularity, a periodic review 
of strategy appears to be an excellent control in a political 
exercise, especially when testing hypotheses about changes in 
values or shifts in attitude. 

(b) Questionnaires were administered for all of 
the exercises in the CONEX series. Some of these questionnaires 
attempted to ascertain individual values and attitudes 
related to exercise policy issues, and the results served 
in part as experimental controls, in part as game evaluation. 
Those administered prior to the exercise were used to influence 
team composition. Teams were designed to add up to a balance 
of attitudes toward the policy issues at stake; the 
questionnaires gave a gross indication of this balance. We 
also administered questionnaires during and after the exercise 
in an attempt to measure shifts in individual attitude. 
Finally, as in previous PE ! s, we mailed questionnaires to 
participants several weeks after each exercise to solicit 
their views on policy issues and FE methodology. 

The pre-exercise questionnaires helped in balancing 
obvious bias in team composition. Individuals were character- 
ized on a scale depicting attitudes toward the policy issues 
to be addressed in each exercise, and assignments to teams 
were predicated on these catagorical classifications. A 
balanced distribution of attitudes had the effect of 
stimulating discussion and encouraging consideration of sharply 
different alternatives, and helped to ensure that differences 
in actions would not be attributable to a biased perspective. 
The questionnaires administered during and after CONEX III 
and IV were intended to assist in measuring shifts in attitude 
or perception. For example, in CONEX III each player was 
asked two questions: first, the degree to which he perceived 
one or another superpower to be "behind the trouble," i.e., 
the promoter of the conflict situation; second, to indicate 
his perception of potential superpower gains from the conflict. 
Answers were later compared with intentions as displayed by the 

"superpower" teams, revealing an interesting and familiar 

"parallax" between the object and, so to speak, the foreign 
"viewf inder. " 
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««om^ D ?spite their- imprecision, the questionnaires also 
!? abl ! d us *° i9teM1,le whether the players correctly perceived 
situation changes. The cues were understood . with few 
exceptions, and we were able to assume consequently that 
™ T ™f W?S V ? notlon of misconceptions. The questionnaires 
^^i^f wlS \ h t lpfUl ? alth0U Sfc not decisive, in analyzing 
correlations between input and output. If we depicted an 

iSS r ?? 8 Ju l V lBlblllty and P° tent ial gain for an adversary, 

and if the teams recognized the change and their policy preferences 
then changed, there would be a demonstrate coincidence. erenoes 
On the other hand, it was impossible to demonstrate a clear 
cause-and-effect relationship through the questionnaires. 
Even when the evidence accrued by questionnaire analysis was 
supported by other data, the correlations were obscured by 

^ e n e ? ^V a ^ able J whose effeot s were not measured. Moreover, 
the administration of questionnaires can be disconcerting and In 
operative variable per se. Particularly when the player! are 
senior professionals, American and foreign, the social science 
experimenter would do well to act m'thin ^o . e oe 

of Mrs. Patrick Campbell. (16) maXlm 

w* J n ^ n etfo lJ to Preclude such adverse influence, 

we modified the questionnaire technique in CONEX IV. The 

»^L q ^ S ^° nS a f^ Sd ° r J he V 1 *?*** ^ previous exercises were 
asked of the monitors about the teams they were observing. 

t n^Z„ ™ 6 ? Uri ? S the move period when a message suggesting 
a change in involvement or prospects was received, thf S 

^L°^?^ ted < . a , q ^ eStionnair ' e ' ^ technique reduced 
«?i" lty °l . lnterv ? nin S variables, decreased the 
J ^!1 P ?I react , i r on of the Players, and increased the number 
of observations. We acknowledge that this kind of indirect 

s^ToL^^T 6 " 118 &n0ther P^son. s reaction can have 
serious disadvantages even when the observer is well informed 

t^hn^^r- /? W f V ! r 'J ith Movement in the survey 
technique the administration of questionnaires as both an 

aTislwf and^L^blef * ° f 8Mle eVid6n0e is b ° th 

™i„ -, ( °^ S f° h !' U,S *" Player was assigned a specific 

«™ I II ^ ng the exercise. He was instructed to 
represent the interests of an agency or group, but was not 

f?om l^f **< eXl ^ ting POli0y ' CoJex P^s were rLruJted 
sSSiil?,?f an0 T!f th £V ere t0 p «P'"«t or were academic 
J 1 its :, Team chairman were generally political figures 
such as leading members of Congress or others in public life. 

T ? e assignment of highly qualified experts *o 
specific roles on each team in the CONEX series was a 

d n«?,,2?L S = C ^ 3S * ^ addlt ;«>n to the obvious advantages of 
including a cross-section of specialized inputs into the 
decision process, role-playing encouraged the teams to 
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produce solutions that arose from institutional considerations 
as well as personal opinions. For example, the player 
representing the United States Congress might do so imperfectly, 
but at least the ultimate group decision included consideration 
of this vital influence. We believe that despite the 
artificiality of the device, the designation of roles with 
concomitant responsibilities improved the authenticity of 
the simulation and powerfully influenced team behavior. We 
are also convinced that only a political generalist should be 
asked to simulate the summit of American political leadership, 
and we have serious reservations about the wisdom of selecting 
specialists to be "U.S." chairmen in a PE. 

Structuring the teams by distribution of attitudes 
and assignment of roles acted as a control when we attempted 
to measure reaction to an input, for it diminished the 
probability of bias or oversight as alternative explanations. 
There is a strong suggestion that the explicit introduction of 
institutional and interest group inputs so constrained choices 
that all proposed actions were incremental, through accentuation 
of the notorious pressures for consensus. All of the "United 
States" teams were strongly motivated to produce major policy 
reform in the face of interventionist-type situations, but 
in the CONEX games they invariably settled for less ambitious 
action. 

(5) Data were collected through real-time observation 
of playing teams by graduate student monitors, via closed 
circuit television, and recorded on tape for later analysis. 

Evidence in political exercises has usually taken 
the form of an opening "Scenario-Problem" plus team decisions 
(moves). In the CONEX series the inputs into the team 
decision process controlled by the game designers were 
similarly the Scenario-Problem which provided a baseline, 
plus game-generated information. The outputs from the teams 
were either their decisions about the extent of involvement 
or noninvolvement (in the case of the simulated U.S. teams), 
and internal and external conflict (in the case of the 
simulated LDG teams). But we wished to go beyond this, 
to data based on the process of deliberations of professional 
players simulating U.S. and other decision-makers. Put 
differently, between the independent variables fed into the 
"black box" of the team decision processs, and the dependent 
variable of policy outcome, lie intervening variables that 
link the two, but which generally are taken on faith. To 
analyze and measure them requires systematic observation of 
individual and team behavior, in addition to analysis of 
their game product. 
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The CONEX exercises were designed to permit 
evaluation of most of the hypothetical propositions by more 
than one method. In addition to analysis of team documents 
which refleot group decisions, all team discussions were 
monitored via closed circuit television in an effort to 
identify the most influential factors involved in the 
decisions. A small camera and several microphones were 
installed in each team room. Receivers were located in the 
director's office, the data monitors 1 space and the visitors 1 
area. Tape recorders were installed in the data monitors 1 
space and the monitors were required to operate the recorder 
linked to the team they were observing. Graduate student 
monitors recorded their reactions to inputs and team-generated 
discussion. Tape recordings of all team discussions and 
post-exercise critiques were available for post-exercise 
analysis to resolve or clarify ostensible contradictions between 
real-time observation of discussions and analysis of documents. 
Further evidence was adduced from participants 1 comments 
during the plenary critique and their responses to a post- 
exercise questionnaire. 

The closed circuit television and tape-recording 
systems conferred several benefits that fully justified the 
costs. Team discussions were not interrupted by visitors 
or staff members. Control could monitor discussions and 
anticipate questions or judge reaction to input; e.g., when 
a Control expert dispatched a message depicting increased 
"Soviet" activity, he could observe team reaction and decide 
whether his message had been correctly perceived. Control 
also monitored oral briefings of team strategy that were 
presented on a staggered schedule prior to drafting the basic 
move period paper, thereby permitting the Control staff to 
begin work on its scenario projection for the next period 
while the teams completed their work. The coolection of data 
was enhanced by isolating the observers from players and 
other distractions. Their ability to follow the discussions 
enabled them to contribute to scenario projections and 
post-exercise critique sessions. The tape recordings of 
team discussions also provided a source of data for other 
types of analysis, e.g., content or transaction analysis of 
policy discussions that might be accomplished independently 
of CONEX. The closed circuit television and tape-recording 
systems were relatively trouble-free and did not appear to 
inhibit discussion in any way. 

(6) We experimented with computerized interteam 
communication and with far more face-to-face contact than 
before. 

(a) Intergroup communications is a vexing problem 
in any interaction game involving large numbers of people. 
In a typical PE, move periods are too brief to tolerate 
real -world message-handling times. Unless message-handling 
time can be compressed sharply, the vital interaction between 
teams will be adversely affected. In the CONEX series we 



accepted several handicaps to expeditious processing: 
(i) All messages (with, rare exceptions) were typed for the 



to each member of the playing teams and to the Control staff; 
it was not unusual to reproduce fifty or sixty copies, 
(iii) After the initial planning session, there was no 
limit on the number of messages a team could originate; 
they generally averaged forty to fifty messages per game. 
(In the JWGA, now SAGA games, only one message per team is 
normally permitted for each move period). The pros and cons 
of the two approaches are still, in our judgment, debatable.) 

A manual system of this type depends on typists, 
messengers, machine operators, and file clerks. Our best 
efforts to design a game message center to optimize this 
manual system did not completely eliminate delay and confusion. 
In CONEX IV we experimented by employing a time-shared 
computer to transmit, store and reproduce messages. Each 
team and the Control apparatus were linked by consoles to 
the M.I.T. Compatible Time Sharing System (CTSS). A simple 
but elegant computer program devised by George Allen Moutlon, 
an M.I.T. student, permitted a secretary to type a message 
and add only a few symbols for distribution. The computer 
time-coded and internally numbered each message, and transmitted 
it to all addressees at the first opportunity, automatically 
blocking messages of one U.S. team from another and performing 
similar tasks. All messages were stored on disk and could 
be retrieved quickly for retran3mittal, correction or 
duplication. (One teleprinter's output was televised for 
instant but quiet read-out by the Control Director and gaming 
observers. ) 

The benefits derived from highspeed message-handling 
are increased interaction, transmission reliability, reduced 
administrative requirements and accurate record-keeping. 
Transmittal times using the computer system were reduced 
from an average of ten to twelve minutes to an average of 
two to three minutes. Employing such a system would be 
expensive if consoles, data phones and data terminals 
had to be rented or installed. But if the hardware is 
available, the computer costs are fully justified by the 
increase in efficiency. Such a system also makes intercity, 
interstate or international PE*s more feasible. All of the 
minor problems encountered, e.g. console noise, hardware 
reliability, and reproduction, are easily solved. (17) 

(b) Pace-to-face contact between opposing teams or 
between a team and the Control staff was permitted under 
special circumstances, although deliberately minimized to 
avoid prolonged discussions and to capitalize on written 
documents for post-exercise analysis. 
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Carefully conceived and controlled face-to-face 

communications for example, between "U.S. Ambassador" 

and "LDC Foreign Minister" tempered the impersonality 

of written exchanges, gave the playing teams another 
realistic option, and reduced frustration attributable 
to the gamers 1 common suspicion that a malevolent and 
insensitive Control had preordered all outcomes. Above all, 
it enables a substantial increase in the number of steps 
that can be taken by teams during a single move period 
by not requiring that a crucial question and answer be 
delayed until the next move period. 



EVALUATION 



Past criticisms of PE focused on its uncertainties 
and ambiguities: its only truly demonstrable value, apart 
from personalized education, was entertainment, with any 
policy inferences an unexpected (and possibly unearned) 
dividend. One consequence of hanging back from the brink^ 
of better science was a persistent reluctance to draw policy 
conclusions from the games, even while policy resources 
were increasingly committed to this kind of gaming, and 
in an era in which the more traditional "policy planning" 
shops around Washington were to close their doors, one after 
another. 

Some pro and con trade-offs of the free-form game 
had become increasingly evident. Its freedom of play gave 
the PE almost unique value as a probing tool. But just 
because of that quality in a kind of structured "brain- 
storming, " and the attendant absence of rigor in design 
specifications, the PE ! s policy planning and research 
values continued to be ambiguous. The community of 
"simulators," particularly those who had played in serious 
policy games, seemed to have reached a consensus that for 
purposes of policy analysis the PE was, at best, a form of 
organized mind-blowing, with serendipity the chief objective 

Within the wider social sciance fraternity, criticism 
grew of the "free game" as a social science method precisely 
because so little effort had been made to define inputs 
and measure results in other than gross or intuitive terms. 
Many "gamers" preferred a more rigorous version which 
rested on explicit theory, assigned quantitative values, 
asserted greater control over variables, and thus improved 
the potential for analysis. (l8) The latter efforts produce 
impressive hypotheses about international relations and 
foreign policy processes. But one principal disadvantage, 
particularly on college campuses, was the generally low 



expertise of players, who were mo3t often undergraduate 
students (and often high school-level youngsters in boot 
camp). This clearly threw in doubt the validity of their 
decision behavior as a reasonable analogue to governmental 
processes. More serious was the high degree of abstraction 
in the simulation. It became clear that neither computer 
programs nor inexperienced players could reproduce the 
behavior of policy makers with sufficient fidelity to 
constitute evidence of trends or to forecast possible 

outcomes to the extent that any game or other planning 

device could illuminate those murky realms. 

Of all the past criticisms of the PE, however, the 
basic fault which no rationalization could overcome was 
that as a foreign policy research device it remained unproven 
because untested, given its highly unscientific nature. 
As investments of time and energy, the senior PE's were 
costly and complex: each had direct costs of approximately 
$5,000, had forty-five to fifty people participating, and 
required several hundred hours of preparation. Nevertheless, 
the results were not validated empirical evidence which 
closed the loop on a research question. The lack of 
rigorous controls made it impossible to conduct a controlled 
test of specific hypotheses except in the most general way. 

For the first generation of gaming we were probably 
justified in designing "free games" in which the point was 
to present players with a horrendous crisis problem and turn 
them loose In order to "see what would happen." For one 
thing, it was the tool itself that represented our main 
preoccupation. Second, we assumed that human players would 
respond only to a high-intensity crisis situation, on the 
grounds that anything less traumatic would fail to get 
them past the takeoff point into the role-playing. But the 
result was that the Control team improvised throughout 
with interventions that were unplanned and unmeasurable, 
thus running the peril of being unrelated to the main 
strategy, however imprecise, of the game designers. 

In short, without a more purposeful research strategy 
in which game design and structure were subordinate to the 
experimental variables under study, it was not possible to 
use the PE for serious research purposes. The impressive 
values of the PE as a political-psychological art form 
were not enough to offset a growing feeling of dissatisfaction 
with the PE as a social science. 

In reporting above on our efforts to confront that 
dissatisfaction, we were careful nevertheless to restate 
the general consensus among scholars that gamen cannot 
trt:ih pol \ oy hypo bhn.twn • THl.-i .1m in l;urn l inked t o I. ho 
judgment that the VK is "unscientific • " If the purpo-'ien of 
all experimental social science is to test specific 
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hypotheses about policy or decision-makers, this criticism 
is devastatingly valid. The PE, whatever its acknox-rledged 
power as both a teaching aid and a heuristic device in 
research, still lacks the theoretical base that is common 
to sound experimentation in virtually any scientific field, 
natural or social. 

But the issue is really what kinds of hypotheses can 
thereby be tested. The PE can demonstrably be used to test 
propositions about the predicted behavior of individuals 
or groups who simulate official decision-makers. On the 
other hand, it may be a long time before the PE, however 
improved, can readily test substantive propositions about 
foreign policy. (One of our associates, R. Lucas Fischer, 
suggested that what it can do at best is "examine" them, 
and we have accepted this formulation.) (19) 

One element of sound social science method is of course 
replication. (20) In the political exercise this can be 
either of events, or moves, or teams, or games. Replication 
has long been the ambition of those who conduct PE's, on 
the not unreasonable grounds that iteration would permit 
the PE analyst to employ statistical tests which could 
produce a probability value for the experimental conclusion, 
thereby giving a ring of authenticity to the resultant 
explanation or prediction. Unfortunately, it was invariably 
sacrificed in the early competition for scarce "policy- 
gaming" resources, in which the highest value was placed 
on trying out the technique on as wide as possible a range 
of problem areas. Moreover, although there are some fairly 

well accepted guidelines, it was and is not easy to 

find an irrefutable scientific canon that tells one the 
exact number of replications making for scientific 
respectability. In the CONEX series we sought a degree of 
replication within practical limits; by including some 
hypotheses in more than one game, by repeating observation 
of a hypothesis during a PE, and by duplicating some senior- 
level experiments in student-level exercises. 

Another issue of scientific rigor was the PE*s 
characteristic failure to identify in precise terms the 
salient variables Involved in the experiment. This presented 
special conceptual difficulties. The heart of the 
professional-level PE is its believed capacity to come closer 
to constituting a believable, albeit reduced, model of 
the real-life system of top-level decision-making than 
any other available tool or method. Indeed, it was the 
absence of any believable systematic theory or model of 
high-level U.S. foreign policy decision-making that made 
the PE look so interesting. In place of the nonexistent 
model, one substituted the knowledge, the experience and 
the routines that lay inside the heads of the players (and 



nowhere else). The mystery of the process remained 
unbreached. But the process itself was now being approximated. 

Yet the latter difficulty was not a good reason for 
our earlier failure to be more explicit even within the 
limits of the experiment. The game designer ought to have 
said just what independent variables he was introducing, 
through his Scenario-Problem, into the implicit model; what 
precise dependent variables one should be looking for, in 
the form of specific kinds of policies, choices or actions 
produced as outputs of the teams; and (most elusive of all) 
what "intervening" or "transforming" variables were 
identifiable In the process that converted input into output. 
In CONEX we tried to do these things. In addition, we 
felt it would be particularly instructive to try to control 
one independent variable for comparative and, perhaps, 
measurement purposes. Here Professor Steinbruner took the 
lead, both in clarifying the general concepts at issue and 
in developing an actual design for a game that would do 
just that. (21) 

We were also influenced by injunctions on the part 
of fellow social scientists critical of earlier experiments, 
notably Professor Harold G-uetzkow, that we must connect the 
PE with the ongoing body of social science theory. PE f s, 
we were told, should be designed to take specific account 
of cognate theoretical constructs such as those found in 
game theory, small-group dynamics and behavior, cultural 
anthropology and social psychology, international relations 
and foreign policy theory (if the latter can be said to 
exist), and other forms of simulations and games. 

This point seems to us to have validity, but in a 
partial sense. We clearly would benefit from more 
theoretical awareness, along with more rigorous design 
criteria. From the start, PE's have drawn on psychological 
theory In terms of team size and role specification, but 
the relationship of the PE to mathematical or economic 
game theory is a distant one. The PE can draw modestly 
on decision theory, if one keeps in mind that it will bear 
essentially the same relation to rational utility-maximizing 
as does real-life crisis-decision-making. In its present 
form, decision theory Is only now finding interesting 
applications to specific cases of foreign policy decision- 
making. Existing models "rational," "bureaucratic," 

"organizational, or whatever are imperfect approximations 

of reality, and still in the process of acquiring the 
necessary explanatory and predictive powers. (22) As with 
game theory, models based on decision theory represent 
a crude approximation of the real thing. 



But the single most highly valued quality of the PE is 
that professional players are seen to act essentially 
as they act in real life. Real life offers a far richer 
source of data for the validation and elaboration of theories 
about decision-making than the small and deliberately 
foreshortened microcosm which is the PE. On the other hand, 
real-life data are difficult to come by. If the differences 
between real life and the PE can be continously adjusted, the 
PE may become a more valid instrument for the elaboration 
and controlled testing of decision theories. 

There is, however, one major theoretical dilemma that 
so far has left a high barrier between even the CONEX series 
of games and the ideal experimental situation. So long as 
teams are permitted to interact dynamically with the scenario, 
and with one another's strategy, conditions may be generated 
in the game that were not in the design plan. Even if the 
Control group limits itself to implementing its own agreed 
and previously calibrated game research design (as essayed 
in CONEX), the interacting teams may move the game away from 
that design. The price of keeping that from happening may 
in turn be to undercut the dynamic role-playing process 
which models the reality one seeks to capture. 

The trade-off has not been resolved in games involving 
scholars and experts (although at the student level 
Steinbruner 1 s EXCON series experimented with one-team, one- 
move games in which players responded solely to the designer T s 
pre-programmed moves). In the senior CONEX series every 
variable was not at all times under the experimenter's 
control. The search is still on for even better experimental 
methods to minimize deviations from the planned pathways 
of game behavior, while not allowing the reaction to drop 
below "critical mass," so to speak, and thus lose its 
dynamic quality. 

We conclude that wherever related bodies of theory can 
help one to design an improved form of PE with rigor, elegance 
and measurable results, one must be eager to see them 
brought to bear. On the basis of the CONEX series, clearly 
far more rigor and methodological self -consciousness on the 
part of the game designer are mandatory if his research 
effort is to be intellectually coherent. 

But a danger exists in excessive scientism: it would 
in our opinion be a shame to distort the values that already 
inhere in the PE for the sake of fidelity to often imperfect 
and sometimes dubious theory. Above all, one should not 
tamper with the phenomenal "reality" the PE can reproduce 
at the professional level, given lifelike scenario situations, 
a continuing air of plausibility, and minimum of overt 
temperature-and-pulse-taking of the expert players involved. 
This injunction would appear to be especially applicable 
to "non-crisis games" where the player unconstrained by 



time-sensitive pressure is more likely to perceive and 
resent artificiality. 

Thus it was that despite its improvements on the previous 
model, the CONEX series was in some degree also vulnerable 
to the traditional criticisms of social science methodology: 
the hypotheses remain too general, many important assumptions 
remain implicit, controls were imperfect, measurement was 
imprecise, and results were neither integrated into an 
existing conceptual framework nor statistically impressive. 

Nevertheless, given that we never expected the PE to 
predict behavior or test substantive propositions about 
foreign policy rigorously, the CONEX results are both 
encouraging and challenging. It is clearly possible to 
simulate non-crisis planning and decision-making with at 
least the same verisimilitude as the crisis game. Although 
we achieved no solution for the troublesome question of 
intervening variables, we were able to categorize what 
appeared to have been the significant factors. It was also 
encouraging to observe the extent to which correlation 
could be, if not measured, at least identified. Our conclusion, 
tendered with optimism rather than resignation, is that the 
PE still represents a form of theory-building more than 
a source of explication and validation of existing theory. 



NOTES 



This article is based on the results of a round of 
political exercises, and research on local conflict in 
connection therewith, conducted under contracts with tha 
U.S. Arms Control and Disarmament Agency. The judgments 
and opinions expressed do not necessarily represent those 
of ACDA or any other department or agency of the U.S. 
government. The authors wish to record their appreciation 
of the collaboration, assistance and cooperation of a 
number of individuals, notably Robert R. Beattie, Priscilla 
A. Clapp, John J. Davis, Edmund S. Finegold, James L. Poster, 
Harold C. Guetzkow, Amelia C. Leiss, Charles E. Murray III, 
William C. Platte, John D. Steinbruner, and above all the 
late Max F. Millikan, Director of the M.I.T. Center for 
International Studies until his death. 
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Learning Through Involvement 



INTERACT , a joint project of several San Diego 
educators, is probably the most widely known gaming and 
simulations developer and distributor in the educational 
field. 

They have an extensive line of games/simulations 
as listed in the enclosed brochure and as illustrated in 
the following folio of INTERACT products. Their products 
are oriented toward elementary and secondary schools. 

INTERACT has sent its brochure to more than 100,000 
educational systems, school districts, etc., nation-wide 
and the results have been impressive. 

With the type of foundation given in simulation 
activities to youngsters by the INTERACT experience the 
challenge to those of us working at more advanced levels 
is to prepare useful and improved gaming projects for 
their adult use. That challenge should keep us all busy 
for along time. 

Further inquiries may be directed to INTERACT. 




LEARNING THROUGH INVOLVEMENT 



BALANCE 

A simulation of four families caught in ecological dilemmas 




STUDENT GUIDE 



To introduce the simulation BALANCE to you, your 
instructor helped you experience the concept of 
ecosystem in your classroom. Half of you were Indians 
and settlers; the other half were 15 lower animals. You 
simulated the ecological change that has swept across 
one area in America during the last 150 years. Some of 
you "died"; some "emigrated"; all of you saw a 
harmonious, unpolluted environment change to a 
discordant, unbalanced, contemporary American city 
with many pollution problems. Now you should be 
ready to look into your city's present ecology. 

Carefully examine the map at the left. Ecopolis is a 
thriving, industrial-commercial city of 100,000 people, 
one of the fastest-growing areas in the country. For 
years most Ecopolitans have had a romance with rapid 
economic growth and population expansion. Everyone 
seemed to benefit from more of everything: people, 
toasters, automobiles, highways, shopping centers, 
housing and school construction. A year ago a few 
environmental activists stood alone as they pointed out 
that the Emerson River's waters were stained with 
wastes. They told citizens to look overhead and see blue 
skies no longer blue. They lamented that birds' songs 
and the wind's words were covered by the city's noisy 
voices. And they never stop screaming about the harm 
done to the ecosystem after Ecopolis drained the marsh 
and built the new airport for the giant jets. 

Recently environmentalist ranks have been growing. Last 
week even a leading civic leader spoke out at a noon 
meeting of Rotary: "We're beginning to realize that 
growth for growth's sake is no longer desirable. Growth 
used to mean more jobs and more taxpayers. Now 
growth means air and water pollution, ugly landscapes, 
traffic congestion, crowded classrooms, all kinds of 
noise, and rises in taxes because so many people keep 
flooding in. Perhaps the time has come for a breather. 
I'm not saying flatly that we don't want more people 
and more industry. I'm just saying we ought to 
concentrate on assisting the people and industry we 
already have." Many grumbled after his talk, but several 
Rotarians came up and praised his "insight and 
courage." Of course, the majority of Ecopolitans do not 
agree with the Rotarian, but no longer will boosters' 
pleas for more factories, more highways, and more 
industrial plants go unchallenged. 

You are about to join a "classroom family" living in 
Ecopolis. In your family you will role-play four 
identities: father, mother, young adult, and adolescent. 
Your classroom family will role-play four typical 
American families, white and black, who discuss how 
answers to certain questions would affect family 
members' lives. Here are a few of the questions that 
come up in BALANCE: 



— Must the internal combustion engine be banned to 
clean up Ecopolis' air? 

— Should families picket spark plug companies? 
Would building either a hydro-electric dam or a 
nuclear power plant hurt Ecopolis' ecology? 

— Should America use so many natural resources to 
produce more and more electrical appliances, 
automobiles, aluminum travel trailers, and other 
consumer goods when so many citizens of the 
world have so little? 

— Should black Americans even be concerned about 
nature when so many black brothers face such 
miserable, bleak futures? 

— Should Ecopolis' last wilderness area be opened to 
the automobile and trailers, or should it be saved 
for only hiking and tent-camping? 

— Is it anyone's business other than the family's how 
many children a family has? 

— Is spaceship earth ecologically doomed? 

After discussing such questions four times, your family 
will make decisions and fill out the simulation's 
FAMILY DECISION FORM. Filling out this form tests 
your ability to balance persona! goals, family goals, and 
environmental goals. Balancing the three will not be 
easy, for we human beings often forget that something 
our value system tells us will be "good" for us may not 
be "good" for other human beings or the ecosystem in 
which we all live. Things get thrown out of balance very 
easily. 

When not simulating family decision-making, you will do 
other things: research ecology background information; 
interview adults in the "real" world; present a large 
group on either air pollution, water and power use, land 
use, or population growth; express your ecological 
convictions to others in a small group discussion; express 
in a community FORUM your position on the ecological 
problems of your real community. 

As you complete the following specific activities, you 
will earn GASPS (Goal And Satisfaction Points): 

— Bring in articles on ecology for other class 
members to read. 

— Read widely and then complete as many GS-SD 
OUTLINES as you can on the 40 ecology 
generalizations given you by your instructor. 

— Participate in the environmental action Large 
Groups as speaker or respondent. 

— Conduct a dialogue with your parents and/or other 
adults about ecological problems. 

— Help your class family successfully balance its 
economic, personal, and environmental goals when 
it fills out FAMILY DECISION FORMS. 



— Explain openly and forcefully what you believe 
about American ecology during "real-self" 
discussion groups. 

— Speak up for what you believe about your real 
community's ecological future during FORUM 
DAY. 

— Write a thorough evaluation of your experiences 
on the ESSAY EVALUATION of BALANCE. 

In conclusion, both the authors and your instructor 
hope that this simulation will be a more meaningful 
introduction to the study of American environmental 
issues than more passive instruction. After experiencing 
BALANCE in your classroom and seeing things out of 
balance in the real physical environment of your city 
and countryside, you may understand what Henry David 
Thoreau meant when he said: "There are thousands 
hacking at the branches of evil for every one who is 
striking at the root." You may suddenly want to use 
what you know and believe to help other Americans 
"strike at the root," that is, get at the causes of our 
ecological problems. Because you both care and know, 
you may bridge the generation gap and act with adults 
for a better environment in your community. 
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LEARNING THROUGH INVOLVEMENT 



COPE 



A simulation of adapting to change and anticipating the future 




STUDENT GUIDE 



THE FUTURE The future is becoming a concern of 
more and more people. As technology becomes in- 
creasingly sophisticated and as our lives become in- 
creasingly complicated, informed people talk with one 
another, worrying about the answers to such questions 
as: 

• What is a good future? 

• What is a bad future? 

• Can we adapt quickly enough to keep up with 
the pace of change? 

• Can we cause the kind of future we prefer to 
have? 

You are about to participate in a simulation called 
COPE, which will encourage you to ask and answer 
these same questions for yourself. The answers you 
arrive at may indicate how well you — and the rest of 
the world — are prepared to face the future, which is 
not some distant point in time but is practically right on 
top of us. 

TECHNOPOLIS In a few days you will be "born" a 
resident of a future city called TECHNOPOLIS. You will 
experience life in this city during five different future 
time periods. Each time period will be different because 
ten years of progress will have passed in between each 
of your "visits." Each ten years is a CPM, a Creative 
Production Module. During each CPM you will be 
directed to complete various creative and productive 
tasks. For example, you may be asked to do one or 
more of the following: 

• think about the different alternatives we might 
have for life in the future; 

• solve some problems that arise, both for 
yourself, and for the rest of the city and universe; 

• learn a completely new, but not foreign 
language to help you communicate with your 
fellow residents; 

• evaluate new forms of technology for their 
effects on human beings; 

• and MOST IMPORTANTLY, attempt to cope with 
a pace of change that is even more dramatic 
than today's. 

CWUs As you experience COPE, you wifl notice 
that its activities parallel playing a game. You will find 
yourself competing for CWUs — Creative Work Units 
— , for CWUs represent your wealth in the simulation 
and a substantial protion of your grade for this unit. 
Gradually, you will understand the two-fold object of th^ 
simulation: to increase your CWUs, and to solve the 
problems of living in the future. Your CWUs will in- 
crease dramatically if you follow directions and com- 
plete the tasks assigned to you, and if you devise ways 
to cope with the many and rapid changes built into the 
simulation. 

RESPONSIBILITIES TO YOURSELF Earning 
CWUs might be compared with earning a salary in 
today's world. These points are called creative work un- 
its because the future world will require creative 
responses to new situations and problems — about 
which we can only guess at the present. Thus, be as 



creative as you can during each of the five decades you 
live in. Complete all tasks you are assigned or any that 
you create for yourself. Here are several examples of 
possible individual tasks. (They will be explained more 
fully during the simulation.) 

• Collect articles and pictures, and arrange them 
so that they show different future life styles. 

• Read science fiction and other stories and 
novels. Then evaluate them in terms of possible 
future alternatives (Is science "fiction," really fic- 
tion?). 

• Develop your own personal style of effectively 
dealing with change and its effects on yourself 
and others. 

• Analyze films and other media for future alter- 
natives and for the pace of change in our pre- 
sent world. 

• Prepare and present creative solutions to pre- 
sent and possible future problems. 

• Prepare and present your own ideas about what 
future life styles should be. 

RESPONSIBILITIES TO YOUR GROUP In order to 
survive in tomorrow's world — at least the future world 
COPE presents — residents of TECHNOPOLIS will have 
to develop new possibilities in interpersonal roles and 
relationships. You, therefore, will have many respon- 
sibilities as a member of this simulated society. 

• The group to which you will belong must 
develop a working style that is efficient and 
productive. 

• Your group will have to compete with other 
groups to earn CWUs. 

• Your group will have to learn to share and voice 
common concerns, ideas, knowledge and 
abilities. 

• Your group will have to develop some continuity 
of effort, with the possibility of constantly 
changing members. 

• Your group will have to help all members adapt 
quickly to new situations. 

• All groups in the community must remain on 
guard to protect human values because of the 
increasing influence of technology. 

A FINAL COMMENT Your instructor and the 
author of this simulation hope that COPE will stimulate 
you to think seriously about facing the future now. 
Coping with change is a serious problem for which no 
easy solutions exist. Changes may take place during 
the simulation which seem needlessly confusing and 
frustrating. But that seems to be happening in the real 
world at the present time. We must face and handle the 
confusion and frustration that change unleashes if we 
are to successfully make the transition from the present 
into the future. This simulation will succeed if you enter 
TECHNOPOLIS willingly and try to learn how to cope 
with change. 

INTERACT 
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LEARNING THROUGH INVOLVEMENT 

BUDGET 

A simulation of the struggle for money In the national budgetary process 




STUDENT GUIDE 



INTRODUCTION You are about to be placed in a 
position of high responsibility and importance where 
bargaining-compromising is a way of liffe. You will 
become a member of one of the following seven 
political occupation groups: the President and his 
aides; the Cabinet; the Senate Appropriations Com- 
mittee; the House Appropriations Committee; 
Congressional leaders; Chairmen of Independent 
Commissions; Lobbyists. During this simulation you 
will work to pass a national budget that best fulfills your 
personal interests and the goals of the voting bloc or 
blocs to which you align yourself. You will experience 
the ecstasy of victory when your goals are ac- 
complished, and the agony of defeat when your coali- 
tion falls victim to majority rule. You will acquire an un- 
der-standing of how people respond in positions of 
grave responsibility when forced to resolve conflicts in 
a situation of the utmost national importance. Conse- 
quently, experiencing BUDGET will do more than teach 
you a governmental process; it also will help you un- 
derstand what motivates human behavior. 

IDs AND GOALS After receiving your IDENTITIES 
sheet and GOAL CARD, you should carefully examine 
your goals in order to determine your basic strategy. 
Assume that the following is on your GOAL CARD: 

Increase HUD (Housing and Urban Development) 
to 10. 1 billion 

Increase Commerce to 6. 1 billion 

Cut Labor to 4. 7 billion 
Having received this GOAL CARD, your major concerns 
would be not with the total budget but with the three 
departments involved. You would work with the 
Secretaries of the Departments of H.U.D. and 
Commerce, trying to form a powerful bloc that exerts 
pressure to increase departmental appropriations. Also 
you would search for possible allies in your attempt to 
cut the Labor Department's budget. (In helping to 
determine your possible allies and opponents, you 
should study the character descriptions on the 
IDENTITIES sheets and constantly refer to these 
descriptions in order to determine who the key people 
are in a particular situation.) Besides allying with per- 
sons having goals similar to your own , you may also ally 
with individuals who are undecided or uncommitted to 
any major alliance or bloc. 

Recognize that how well you achieve each of your goals 
will directly influence your final score in the simulation. 
Other students will be after you to join forces with them, 
but before joining coalitions or blocs, try to determine 
the relative strength of the departments and their possi- 
ble allies by examining the VOTING POWER RECORD 
and IDENTITIES sheets. All of you have been assigned 
a number of votes in both the Senate and House of 
Representatives. You will cast these votes in each 
chamber after the budget has been approved by the 
respective Appropriations Committees and has reach- 
ed the floor for debate and voting. Thus, you should 
keep an accurate record of the votes controlled by the 
different coalitions in order to determine who is 
developing the majority necessary to pass the budget. 

PLAY SEQUENCE Carefully examine the phases 
of the budget process below which you will simulate. 
Note the various points where you can exert pressure to 
have your views adopted. Thus, even if your budget ac- 
count goals are cut in an early phase, you can stiN work 



to reinstate or increase them in a later stage. Therefore, 
you must lobby, bargain, and exert full pressure during 
all phases of BUDGET. 

Phases of Budget 

1 Budget _^ 2 Executive Budget 
Hearing Preparation 



6 Senate 



Conference 
Committee 



Senate Appropria- 
tion Committee 



8 Congress 



3 House Appropria- 
tion Committee 

4 House ot 
Representatives 

9 President (if veto) 

10 Congress 



SPECIFIC ASSIGNMENTS' Besides role-playing a 
member of a political occupation group during 
BUDGET, you will also be asked to perform the follow- 
ing assignments: 

1 . Read appropriate sections of your text. 

2. Do research reading in magazines and books, if 
they are available in your classroom or school 
library. 

3. Role-play a person holding a specific political posi- 
tion in Washington, D.C. 

4. Write a JOB DESCRIPTION of this position. 

5. Write APPROPRIATIONS REQUESTS for 
departments you are particularly interested in. 

6. Present these REQUESTS to a Hearing conducted 
by your classmates. 

7. Bargain with your classmates for exchange of 
political power. 

8. Participate in floor debate in a simulated House of 
Representatives and/or Senate session. 

9. Participate in seminar (small groups of 6 to 8) dis- 
cussions and, possibly, acting as your group's 
representative, on a Danel. 

10. Take objective and essay tests to evaluate your 

new knowledge and attitudes. 
Since you will be using knowledge gained from com- 
pleting these assignments to help you attain your 
simulation goals, you will find that "knowledge is 
power" and that learning doesn't have to be boring after 
all. 

CONCLUSION Finally, the author believes that 
participating in BUDGET will stimulate your interest in 
and increase your understanding of a most vital and im- 
portant aspect of the American political system. This 
system has recently been severely criticized as un- 
responsive to the needs of the people, indecisive in ac- 
tion, and accountable only to the moneyed elite. It is not 
the system that should be condemned, however, but 
rather the apathy and lack of understanding of the 
American public. This apathy and ignorance can be 
overcome only if you become concerned and interested 
enough to question the inequities of power in this 
system and learn how to use political power wisely. 
Once you begin to question, you are only a short step 
away from the active involvement essential to ac- 
complish your dreams of the way things should be. But 
you cannot become effectively involved unless you un- 
derstand the human motivation involved in our political 
process. This simulation is dedicated to that end. Play 
well. 
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LEARNING THROUGH INVOLVEMENT 

DESTINY 

A simulation of American foreign policy during the Cuban Crisis of 1898 



STUDENT GUIDE 



You are about to participate in a "simulation," a manner 
of instruction in which the classroom imitates (i.e., 
"simulates") an environment in our history. During the 
next few weeks you will "live" in 1897-1898, a crisis 
moment when Americans hesitated at a crossroads, 
trying to decide whether or not to adopt a more 
aggressive foreign policy in order to expand into a world 
power. 

At the beginning of DESTINY you will join one of six 
factions who disagree about what American foreign 
policy should be relative to a revolution going on in 
Cuba. Within your faction you will assume and then 
role-play a historical identity. Two factions will pressure 
President McKinley, a fellow student, to adopt a more 
aggressive foreign policy and, if necessary, go to war 
(Cuban Junta and the Imperialists); two factions will 
pressure him not to be warlike (Spanish Diplomats and 
Anti-Imperialists); two factions will have divided 
memberships, with some members pro-war and some 
anti-war (Newspapermen and Businessmen). Your 
instructor will give you several instruction sheets 
explaining activities and responsibilities you will 
experience in the simulation, which you will discover is 
comparable to playing a game. 

Your grade in DESTINY will depend upon how many 
APS (Advice Points) you add to your APS BALANCE 
SHEET as a result of the following: 

Individual effort 

scoring a certain number of points on tests and 
fact-opinion exercises 

presenting facts and opinions during three 
Presidential Conference Periods 

attacking or supporting the facts and opinions 
presented by other factions' members during 
Presidential Conference Periods 

writing PARAGRAPH OUTLINES for several of the 
20 BASIC QUESTIONS 

writing research paragraphs 
(LETTERS-TO-THE-EDITOR) answering any of the 
20 BASIC QUESTIONS or responding to a Pressure 
Card 



writing a M E M O -T 0 -TH E-PR ESI DE NT 
recommending that he make a specific decision 
following a certain Conference Period 

writing a COMMITMENT STATEMENT explaining 
why, if you had been in Congress in 1898, you 
would have voted for or against declaring war on 
Spain 

Group effort (each individual present receives an equal 
number of APS) 

the three factions with the highest average test and 
skill exercise scores will receive bonus APS 

the faction with the highest total APS earned during 
each Presidential Conference Period will receive 
bonus APS 

Your grade will also be influenced somewhat by forces 
beyond your control. Fate is simulated in DESTINY 
when you gain or lose APS due to Pressure Cards from 
"the gods" (your instructor). Pressure Cards are 
historical bulletins which you should study carefully for 
two reasons: 1 ) they provide information you may wish 
to use or must be prepared to have used against you 
during conferences with President McKinley; 2) they 
represent a barometer of public opinion pressuring the 
President to lead or not to lead the nation into war. As a 
result of losing or gaining APS from these Pressure 
Cards, you should do two things: 1) learn to adjust well, 
psychologically, to the "playfulness" of fate; and 
2) work harder to influence President McKinley to see 
the correctness of your position. 

In conclusion, both the authors of this simulation and 
your instructor hope that participating in DESTINY will 
be a more meaningful introduction to the study of 
American foreign policy than more passive historical 
instruction. For if you willingly enter the period and 
"live" its problems, when DESTINY ends you should 
understand the following: a) how President McKinley 
had to consider America's security, markets, and mission 
when making his difficult decisions in April, 1898; and 
b) the reasons why it is difficult to make such awesome 
decisions. You will also have learned certain research and 
analysis skills that you may continue using as you 
influence governmental policy-makers in the future. 

INTERACT 
P. O. Box 262 
Lakeside, California 92040 



PRINTED ON RECYCLED PAPER AS A DEMONSTRATION OF OUR AWARENESS FOR THE NEED TO SEEK SOLUTIONS TO ENVIRONMENTAL PROBLEMS 



STUDENT GUIDE 



Prepare to get your hands dirty! You and your fellow 
students are about to go on an archeological excavation, 
or dig. Using the techniques of modern archeology, you 
will unearth and bring back to the classroom strange and 
mysterious artifacts for reconstruction and analysis. But 
this dig will be unusual. For the cultures you excavate 
will be the result of your imagination and knowledge 
concerning the nature of culture. 

During the next few weeks your class will become two 
teams that create cultures and artifacts in complete 
secrecy from each other. YOU will create a geographic 
setting. YOU will decide on the time (past, present, or 
future). YOU will determine the values and beliefs of the 
people. Each team will bury its artifacts for the other 
team to excavate and reconstruct. Then a final 
confrontation will reveal the accuracy of each team's 
reconstruction and analysis. 

Specifically, what will be expected of you? The 
challenge to your imagination and abilities is almost 
unlimited, for throughout DIG tasks will require 
individual creativity and effort. In fact, your creativity 
and effort will gain you CAPS (Creativity-Artifact 
Points), the accumulation of which will determine the 
grade you and your team receive for this unit. 

After your team has determined the setting, time, and 
themes of its culture, you will create a specific culture 
universal such as religion, government, language, or 
recreation. You must next convince your fellow team 
members that your fantastic ideas fit the culture and do 
not conflict with or cancel out their fantastic ideas. 

Once team approval has been granted, you must design 
an artifact that accurately reflects your culture universal. 
Constructing this artifact will take imagination and skill. 
Those prehistoric objects you have seen in the museum 
will seem quite amazing by the time you have 
constructed your own work of art. You may wish to 
help create your culture's language and number system. 
How tricky can you be in composing an alphabet for the 
other team to decipher? Or you may give most of your 
attention to devising a secret tomb that will confound 
the "grave robbers." If you enjoy art, you may choose 
to help construct a huge 4' x 8' plaster of paris mural to 
be found by the other team. Some of you will construct 
the screens and special tools that are used on a dig. 
Skillful draftsmen will draw artifact blueprints. This is 
only a partial list of the many activities ahead of you. 



On the actual excavation, known as the Big Dig, you will 
discover the significance of careful measurements and 
record keeping. You must plan where to place or "salt" 
the broken artifacts that the other team must unearth. 
Which of your relics should be found at the lowest level 
of the pits? Which should be near the surface? Will 
putting two artifacts close to one another provide 
important clues? (Of course the other team will do 
similar thinking and planning.) 

As you excavate each other's strange cultures, you may 
find yourself working as a Washer-Bagger, Recorder, 
Photographer, Digger, or Measurer. You may even be a 
Crew Chief. Whatever your job, you will work as any 
professional archeologist works on a scientific dig. 

Back in the classroom you will have the responsibility of 
reconstructing and restoring at least one artifact. One of 
your most challenging assignments will be analyzing 
what the artifact represents in the unknown culture. 
And even if you are certain of its function, can you 
convince your fellow team members that you are 
correct? The work and insights of the entire team will be 
brought together to reconstruct the excavated culture. 
During a final confrontation, your team's views will be 
presented and then answered by the other team. How 
close will your analysis be? How valid will the other 
team's artifacts be? Which culture will be more creative? 
Which will have made better artifacts? Answers to many 
of these questions will be provided by the Museum 
Display Open House. This Open House will provide 
opportunities for showing the restored artifacts and 
comparing the ideas of the creators with the ideas of the 
excavators. 

By the time you have finished participating in DIG, you 
will have lived with the intricacies of human culture and 
will have gained first hand knowledge of how people 
past and present have shaped their beliefs and behavior 
in the face of universal human problems and needs. You 
will have a new respect and admiration for the individual 
who is capable of creative thinking, a type of activity 
that must be maintained if we are to have a truly 
democratic and open society. 
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DISCOVERY 

A simulation of early American colonization 
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You are about to participate in a simulation game which 
will help you recreate in your classroom the mystery of 
exploration, the excitement of discovery, and the 
unknown hazards of colonization. During this 
experience, you, your fellow students, and your teacher 
will face many problems similar to those faced by 
seventeenth century New England colonists. And while 
facing these pressures and hardships, you will have to 
make many important decisions which will affect your 
own colony's success or failure. 

At the beginning of DISCOVERY, you will be divided 
into groups of five or six students each. You will remain 
in this group and work together throughout the 
simulation. Once you have learned why people explore 
and set up colonies, you will then select one of these 
reasons for your group's attempt to colonize the New 
World. You will have to make numerous decisions about 
how your group is run and how your new colony will 
operate. 

In your group you will each have a number of 
responsibilities including making a map of an imaginary 
land and completing daily tasks as one of the group's 
officers. Each person in the group is given one of six 
offices by the other members of the group: leader, 
general assistant, banker, recorder, trader, and mapper. 
Unless each office's specific tasks are successfully 
completed, the whole group and its colony can suffer 
greatly. The colony can even be lost! 

In setting up your own colony, you wilt learn how to 
read and make your own maps. You will learn why 
geography, natural resources, and nature are so 
important to explorers and colonizers. You will find 
your colony competing, trading, and fighting over land, 
resources, and food supplies. As colonists you will be 
asked to make many individual and group decisions: 

— Why are we establishing our colony? 

— Where is the best place for us to set up our 
colony? 

— What materials, supplies, animals, and people do 
we need to begin our colony? 

— Should we fight or trade for the land we need? 

— What kinds of daily work should we do? 

— What can we do to make the largest profit for our 
colony? 

These and other decisions will affect your colony's 
success or failure. Enough right decisions can make your 
colony rich and powerful; enough wrong decisons can 
mean the destruction of your colony. 

Of course, other less controllable elements will affect 
you and your colony's progress. Will the weather hold 
while the crops are harvested? Will the Indians be 
friendly or hostile? Will your colony find some hidden 
wealth? Will floods, fire and marauding pirates destroy 



you? Add all these uncontrollable elements to all the 
problems requiring group decisions and you will begin to 
realize how complex and hazardous your colonial life 
may become. 

From the very beginning of DISCOVERY your work, 
both as an individual and as a member of a colonizing 
group, contributes to the final results of the simulation. 
In the beginning you will study maps and what they 
mean to colonists. You will make a map of an imaginary 
land using the knowledge you have just gained. These 
maps will be evaluated on a scale from 1-10, depending 
upon how well you used the knowledge you gained and 
how well you used your imagination. (In DISCOVERY 
your imagination and creativity will continually play an 
important part. For in a colony often an imaginative 
individual makes an ingenious recommendation that the 
colony's leader uses to solve a dangerous problem and 
save the colony.) The scores that you and the other 
members of your colony make here plus the scores you 
make on a short quiz will determine the amount of 
supplies and people your colony receives at the 
beginning of the colonization period. 

Your group's goal will be to use these units of wealth 
which you have earned to establish a colony and to 
make it grow and prosper. As the simulation progresses, 
you will set sail for the New World. While at sea, you 
will begin to feel the great influence that the forces of 
nature had upon early colonists and explorers. Will the 
winds be strong and favorable, or will you become 
stranded in the doldrums without a wind to carry you 
on? Once you have reached the New World, round by 
round playing really begins. You will have to feed your 
colonists, protect them, and still have enough men left 
over to build and grow. You will earn COLPS 
(Colonization Points) by producing extra food, by 
acquiring land, by building boats and ships, and by 
increasing your population. At the end of twenty rounds 
of playing, the points in all of those areas will be totaled. 
The colony with the most COLPS will be declared the 
winner. 

You should enjoy DISCOVERY and, at the same time, 
come to appreciate the complexities that make 
exploration and colonization the intriguing, exciting 
adventures that they are. Your experiences will most 
closely simulate the conditions in seventeenth century 
New England. But you can apply what you will learn 
about exploration and colonization to many of man's 
adventures: those primitive man had in the dim and 
ancient past in caves and those you will have in the 
promising future on the moon and on the planets. 

Interact 
Post Office Box 262 
Lakeside, California 92040 




RECYCLED PAPER AS A DEMONSTRATION OF OUR AWARENESS FOfl THE NEED TO SEEK SOLUTIONS TO ENVIRONMENTAL PROBLEMS 



uuerdcb 

LEARNING THROUGH INVOLVEMENT 

DISUNIA 

A simulation of the 21st century paralleling the problems of sovereignty in 1781-1789 
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The map on your left represents your "home" in a 
simulated 21st century world you are about to enter. 
You are beginning an educational simulation, a manner 
of instruction in which the classroom imitates (i.e., 
simulates) a real or imaginary environment. In the days 
ahead you will "live" in this simulated world and try to 
solve economic, military, and political problems. But 
first you must understand some background informa- 
tion dealing with the nation in which you will live. 

BACKGROUND 

RECENT HISTORY Disunia is a country located on 
Edonia, a planet formed in 2080 A.D., when a mis- 
calculated underground explosion of a hydrogen 
weapon split our planet Earth into four parts. Only peo- 
ple flying in spaceships during the catastrophe escaped 
death. The explosion destroyed all man-made objects 
on the four, newly-formed planets, but miraculously — 
in the mysterious way of Mother Nature — many 
characteristics of Earth were preserved in somewhat 
distorted configurations on the new planets. The 70,000 
American survivors who made their way to Disunia, 
seeing all their former civilization eradicated and only 
God-formed objects remaining, promptly destroyed 
their spaceships in tribute to God for saving them and 
for forming a new land for them to settle. (Within a short 
time many were to regret this religious decision.) 

GEOGRAPHY Impassable mountains surround 
much of the country, cutting off access to the seas ex- 
cept through two natural harbors, one in Rhine Ibid in 
the North and one in Noah Coah in the South. The rug- 
ged mountains also form natural boundaries for most 
states, make trading slow and hazardous, and have 
walled off contact with other human beings living west 
of the Andrean Mountains, which extend from northern 
Mussets to southern Noah Coah. The northern area of 
Disunia is characterized by high, rugged, heavily 
forested mountains and fertile valleys. The central area 
is relatively flat with rich soil, many rivers, and the ever- 
present high mountains at state boundaries. The 
southern area has vast expanses of sandy soil, mostly 
located on rolling hills in danger of regular erosion due 
to the heavy rains and subsequent floods which plague 
the region. 

THREE ECONOMIES Economically northern 
Disunians have pursued vocations other than farming 
because they lack good soil to produce enough 
foodstuffs for their population. They have become ex- 
cellent shipbuilders and merchants. Enterprising in- 
dividuals have restored some industry, but insufficient 
capital and labor have restricted industrial activity to 
small but growing factories. In central Disunia, farming 
is the main occupation; consequently, southern Nova 
Jory and aft of Pandea are known as Disunia's "bread- 
basket," for they supply much of the nation's grain and 
fodder. The southern area's economy is controlled by 
many large landowners (they flew the first spaceships 
to arrive and were attracted to the verdant, rolling hills 



they saw) who have large ranches for animals and large 
farms for cotton and tobacco — all of which are in short 
supply in Disunia. Southerners, with considerable 
space in which to expand, are eagerly seeking an ex- 
panded labor force so that they can raise more animals 
and grow more crops. 

GOVERNMENT After they arrived in 2080, 
Disunians modeled their new nation after the original 1 3 
American Colonies of the 17th and 18th centuries. But 
because of the configuration of the land and the seven 
settlement patterns that emerged, they established 
seven states rather than 13. During the seven years 
since landing on Edonia, the states have been relatively 
isolated from one another due to the mountains and the 
primitive transportation available. With the Anglo- 
American tradition of constitutions as an integral part of 
their heritage, the seven individual states inevitably 
wrote seven individual state constitutions. However, 
just recently, as the states recognized the necessity of 
trade between the states, the seven states developed a 
loose confederation based on a brief, but supposedly 
binding constitution called The Articles of Confedera- 
tion of Disunia. 

PROBLEMS 

ECONOMICS Your new nation has tremendous 
problems. The northern states have a surplus of 
manufactured goods and a deficit of foodstuffs; other 
states have the reverse. Yet while all citizens realize the 
need for inter-state trade, individual states have had 
trouble controlling their economies. Part of the problem 
derives from the economic philosophy of most in- 
dividualistic Disunians: coming from America, they in- 
sist on making their own individual business contracts 
without state regulation or control. Therefore, one big 
problem for state leaders Jnas been trying to find a way 
to keep the whole state economically healthy while at 
the same time maintaining individual liberty. Then, too, 
the natural inclination of each state to work to become 
"the best in the confederation" has triggered various 
trade barriers (i.e., tariffs and transportation taxes) be- 
ing levied on other states' goods. Of course, the fact 
that some states are better located for commercial ac- 
tivity than others has caused the "haves" to make the 
"have nots" pay dearly for such privileges as access to 
the sea via mountain pass, land, river and seaport. 

LABOR Another serious problem has been the 
shortage of labor. Most Disunians would like to rebuild 
an industrial civilization similar to the America they left. 
However, developing such a civilization requires a labor 
supply far greater than now available. Currently, a 
rumor has been circulating throughout the states that 
some daring Southern ranchers claim to have seen 
human-like creatures in "The Great Valley." They say 
these creatures might become a cheap labor supply, 
but so far most Disunians merely scoff at the rumor as a 
by-product of the mountain brew Noah Coahans and 
Vespacians drink. 



FOREIGN NATIONS Finally, various citizens have 
reported seeing roving bands of non-Disunians cross- 
ing and recrossing mountain passes at state boun- 
daries near "JFK Plateau" (west of Mussets), near 
"The Wilderness" (northwest of Rhine Ibid), and "The 
Swamp" (south of Noah Coah). Disunians remember 
that seven years ago citizens from other nations of 
Earth also landed on Edonia, destroyed their 
spaceships, and formed the separate nations of 
Spaynoriana and Grittbrayton because their political 
and economic philosophies differed from Disunian 
beliefs. Militant persons from the states above who feel 
their borders should not be violated by aliens have 
argued for "a common defense policy to meet the 
military threat to the country." However, since an ade- 
quate defense plan would require considerable 
sacrifice and political cooperation, nothing yet has been 
done. 

ACCUMULATING INDIVIDUAL WEALTH 

Now that you have read Disunia's background and 
problems, you are ready.to be "born" by pulling a slip of 
paper. On it will be a number that will give your state 
citizenship, a vocational identity and an amount of 
wealth (a certain number of CGSs, i.e., Consumer 
Goods and Services points, the scoring system used 
throughout the simulation). 

EARNING CGSs Your first responsibility will be to 
yourself. You will want to increase your CGSs total as 
much as you can. A significant percentage of your unit 
grade will depend upon how much you increase your 
beginning CGSs total by doing the following: 

• completing basic assignments on the Declara- 
tion of Independence, the Articles of Confedera- 
tion, the Federalist Papers and the 
Constitutional Convention of 1787; 

• researching and writing paragraphs on 
statesmen and their governmental problems 
during the 1780s; 

• fulfilling the duties of one of the five state of- 
fices described below, helping other citizens 
solve state or national problems by preparing 
and carrying out "excitement" projects such as 
congressional legislation, an economic or 
military alliance, an attack or defense plan. 

After you receive paper money for all such efforts, you 
will carefully keep your current CGSs balance on your 
individual CGSs BALANCE SHEET. 

TRADING Another way to affect your CGSs 
balance is to make trade agreements with other states' 
citizens for CGSs of a color opposite to your own. Since 
you receive one of the two colors of paper money for all 
work you do (green if your occupation is agricultural; 
blue if industrial-mercantile) and since your state's ob- 
jective is to achieve an economic balance of the two 
CGSs colors, considerable economic and political 
pressure will be exerted upon you to trade often and 
wisely. Your state's economic analyst will help you plan 
and complete such trades, using the TRADE FORMS 
that must be filled out to officially record any such 
trading. 



ACCUMULATING STATE WEALTH 

In addition to working for individual wealth, you will also 
work to help your state increase its State Wealth Units 
(SWUs). At the beginning of the simulation, a STATE 
POWER CHART will reveal all seven states' SWUs rank- 
ing. Each of Disunia's seven states has one SWU for 
every green CGS it can pair with every blue CGS. When 
you complete trades beneficial to your state's economy 
(e.g., if you're in a "blue" state with surplus blue CGSs, 
you would trade surplus blues to a citizen in a "green" 
state that has surplus greens that need to be traded), 
you will help your state increase its national power 
ranking. A grade bonus will go to all citizens of the state 
that most increases its number of SWUs from its begin- 
ning of the simulation total. 

SOLVING DISUNIA'S PROBLEMS 

FIVE STATE OFFICES Besides the long-standing 
problems discussed above (government, economics, 
foreign affairs), your state also faces immediate 
problems that fate brings into the simulation. (Your 
teacher, playing the role of fate or "the gods," will 
regularly simulate chance's impact upon your lives by 
reading BULLETINS that demand daily decision- 
making.) In order to help solve all these problems, each 
of you will have a state office. Soon you will have a state 
meeting during which you will fill your state's five of- 
fices: 

• a governor to be your state's ruling official, 
whose signature binds your state to official 
decisions; 

• an economic analyst to supervise trading; 

• a political analyst to levy tariffs and to form 
alliances; 

• a military analyst to develop, maintain, lead and 
disperse your state's military forces (MFs); 

• a congressperson to be your constitutional ex- 
pert who writes and presents legislation in the 
national Congress that meets in the national 
capital, Eisenhowerton. 

FINAL COMMENTS As you can see from all the 
above, you citizens are going to be busy as you face 
survival in a hostile, 21st century wilderness. Detailed 
STATE PROCEDURE SHEETS and other handouts will 
explain how you will procede from decision point to 
decision point, solving the political, economic and 
military problems surrounding you. Don't be overly 
concerned if the simulation procedures introduced in 
this STUDENT GUIDE seem confusing. Remember that 
a simulation is like a game, and a complex game's rules 
seem obvious to you once you have played a while. 
Good luck to you in your arduous days ahead. You are 
about to learn a great deal about the origin and nature 
of government. 
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Introduction 

In our view 1973 was a year of uneven growth for gaming 
and simulations in all areas: professional, educational, 
military and amateur. Most key organizations and individuals 
devoted their energies to widening their contacts in the 
field and proselytizing to potential followers. 

The following article is designed to give a brief 
over-view of some of the main gaming activities in the nation 
to review some of the key contents of XENOGOGIC in 1913, and 
to indicate further sources of information for those 
interested in expanding their own knowledge about gaming. 

Knowledge about gaming and simulations comes in four 
main vehicles: through organizations, through magazines, 
through books, and through games and simulations. A proper 
balance of all four sources is needed to obtain a balanced 
view of the Gaming Community. 

The illustration on the previous page diagrams in a 
simple fashion the basic thesis of this article: That the 
members, individual and coperate, of the Gaming Community 
have, in recent years and especially in 1973* concerned 
themselves too much with "empire building" (top diagram 
showing various gaming centers with expanding interests 
inevitably colliding) rather than working to develop their 
interests in depth (bottom diagram showing various gaming 
centers with expanding interests in a non-competitive manner) 
Note we said too much. The question is one of degrees. It 
may be that the first pattern of growth is the only realistic 
one. Is the second pattern even achievable, if it is 
desirable? We do not know. We do know that only we can 
make the choice to change from the one path to the other. 
Whether we should is a decision each one of us must make for 
ourself . 

We have increased our numbers, magazine circulations, 
organizational memberships, and game sales are proof of that. 
We have increased our areas of interest, new organizations, 
new manufacturers, and new game subjects prove that. But 
I suggest the price has been too high. 

We have lost our comraderie, our "human face." 
We are more concerned with winning than having fun. 
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Many of our gains have been at the price of boring us. 
Instead of directing events we are directed by them. 
All the cliches we never thought would apply to us do. 



The Pattern Makers 

Still, there is hope. In the Gaming Community there is 
a vast reservoir of independent talent and initiative. A 
small portion of it is described below. These are the groups 
which, by their actions, or inactions, determine the paths 
gaming and simulations follow. 

DIPLOMACY 

1973 was not a banner year for either numbers of postal 
Diplomacy games begun nor publication of new magazines 
although in the three remaining months of the year no doubt 
more games will start and more magazines will begin publishing 
The two major events of 1973 or, if you will major development 
were the expansion of the International Diplomacy Association 
within the United States and Canada as a means of bringing 
permanence and legitimacy to the hobby, and the continuing 
spread of Diplomacy in Europe, especially in the United Kingdoi 
(See Vol. VI, No. 2, April, 1973) 

Diplomacy has often been a trend setter in gaming and 
simulations and 1973 was no exception. There were more 
players, but the quality of them tendegj to be lower than 
previous years. There were more magazines, but the quality 
of them tended to be, if not inferior ihan duller certainly. 
Still, organization and regimentation seemed to be the order 
of the day and this will, in the long run, bring some badly 
needed stability to the hobby. 

For more information on postal Diplomacy (which is 
based on Games Research Inc., $00 Harrison Ave., Boston, 
Mass. game, Diplomacy as designed by Allan Calhamer ) 
contact any of the following. Enclose a large, stamped, 
self -addressed envelope with your inquiry. 

Conrad von Metzke, Box 83*42, San Diego, Ca. 92102, 
publisher of Costaguana . one of the few truly unique postal 
Diplomacy magazines. Von Metzke is the official records 
keeper for the postal hobby and has been active in it for 
some ten years. 

Walt Buchanan, R.R. 3, Lebanon, Indiana, l|60?2, 
publisher of Hoosier Archives , the largest circulating 
postal Diplomacy magazine and a center of information on 
the hobby. Buchanan has the largest collection of Diplomacy 



/82/ 



materials in the world. He is also Vice-President and 
Treasurer of the International Diplomacy Association. 

John Boyer, 117 Garland Dr., Carlisle, Pa. 17013, 
publisher of the very respected Impassable, as well *s 
Editor of the official IDA journal. Piracy Review . Boyer 
also handled the publishing of the IDA Flayer 'j. Handbook , 
a useful source of information to novice players. 

Membership in the IDA, reecommended, is $2.00 to 
Buchanan, and the Handboo k is $1*00 to members from Boyer. 

Burt Labelle, #23 Forest Park, Biddeford, Maine, 
0U005, publisher of Pellicudar is one of the few publishers 
who manages to instill some "personality" into his work. 

AVALON HILL 

Avalon Hill has, for some ten years, been the mainiitay 
of amateur gaming, especially in the wargaming field. They 
have published a whole series of games over the years and 
built up a large following. This year's high-lights were 
the improved The General , their official publication cum 
advertising midTum, and the addition of one new game, 
Business Strategy to their line this Fall, and the re-issue 
of the p e rennial favorite Tactics II. A Catalogue of Avalon 
Hill publications is included in this mailing. 



SIMULATIONS PUBLICATIONS INC. 

SPI are the publishers of Strategy and Tactics as well 
as a whole series of wargames for the young adult and adult 
group. Their heavy advertising nationally has boosted their 
circulation and sales to near the million dollar mark. Other 
groups have been benefiting from this advertising and no 
doubt it is one of the primary factors in the growth of 
this part of the field. Long a mail order operation SPI 
is now moving to challenge Avalon Hill's domination of the 
retail outlet market. The results should be interesting. 
SPI is discussed very intensively in the last issue of 
XENOGOGIC. (See Vol. VI, No. 3, July, 1973) 



AND ALL THE REST 



Diplomacy, because of its quality, Avalon, for its 
national coverage through retailers, and SPI, for their 
publicity campaign and mail order operations, are the most 
important elements in amateur gaming. However, the size, 
and quality of the pack has improved in the past year. 
Among important new groups are: 
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Simulations Design Corporation 

SDC was also described in the last issue at some length 
and a flyer on their publication, Conflict, is enclosed. SDC 
has great potential as a gaming operation if they can avoid 
the pitfalls that have trapped so many others. Only time 
will tell regarding that. 

Lowry Enterprises 

Don Lowry is the key to this operation which was also 
discussed in the last issue. Publisher of Panzerfaust , a 
quality gaming magazine, and the new Conflict, a military 
history magazine, as well as a line of games, Lowry has 
managed to accomplish a great deal as a one man effort, a 
Catalogue of Lowry Enterprises is enclosed. 

Both SDC and particularly Lowry Enterprises have been around 
for some time. Five issues of Conflict have appeared and 
Panzerfau st is nearing its sixty issue mark. Two new groups 
are GAMMA II and Game Designers Workshop, both potential 
strong contributors to the field. 

Gamma II 

Gamma II is a Canadian operation, based in Vancouver, 
that uses the traditional mapboard, along with wooden pieces 
in the Stratego or Diplomacy mode, to create games dealing 
with historfctl situations: Quebec 17^9 , the Montcalm-Wolfe 
confrontation, and 1812, the Second American Revolutionary 
War. Quality is high and the games appear to be very 
popular and a nice change from the Avalon Hill-SPI patterns. 

Game Designers Workshop 

The products of GDW will only appeal to some 10% of 
amateur gamers although in time that figure will rise. They 
should also prove very popular with historical buffs and 
serious gaming students. Flyers on their first efforts, 
Drang Nach Osten ! and Unentschieden l are included. We have 
had an"*bWortunity to examine, although not to play-test as 
yet, DNO. We intend to do so and include a full review of It 
in the~next issue. But, unless appearances are deceiving this 
will be the game of 1973* A warm fire on a winter evening, 
a bottle~of Rhine wine, a copy of Panzer Leader, a copy of uwu, 
and a congenial partner; this is a wargamer's heaven or, at 
least, Valhalla. In addition to the World War II series 
GDW has marketed a space war game, Trlplanetary. Given time, 
and experience, the GDW may become amateur wargaming's 
Rolls-Royce. 



AND WHEN YOU DECIDE TO BUY 



For those unable to buy their games through a discount 
retailer for any reason or for those wishing to expand their 
opportunities to purchase different types of games a new 
organization in Baltimore offers a mail order discount gaming 
service. The Wonderful World of Games , Inc . , Drawer E, 
Odenton, Md. 21113, offers a lifetime membership for $5.00, 
which includes their Catalogue which includes 9 pages listing 
various types of games available from them, often at substantial 
discounts. WWG seems to offer just about everything to everybody 
And, frankly, if their service is as good as what they are 
offering you can hardly go wrong. At least investigate it. 
See the ad in this issue for more details. 



FOR THE COMPETITIVE MINDED 

Many gaming students, amateur and serious, do not like 
to play by themselves. They seek opponents or partners, 
as the case, and need, may be. Most of the larger groups, 
IDA, Avalon Hill, SPI, etc. can reccommend where and how to 
find playing partners. Another good source for those seeking 
a professional approach to gaming is Spartans International , 
an amateur wargaming group devoted to tournament play. They 
publish two interesting journals: Spartan and Gamers Guide. 
For more information write Gamers Guide, Bx. ^76', LonIH3e*ach, 



ON THE SERIOUS SIDE 



v ^cussing DNO above I mentioned it would only appeal 
to about 10% of all amateur gamers. The same thing is true 
of what follows. Hopefully, however, it will appeal to a 
far higher percentage of the readers of this article. 

The serious side of gaming and simulations consists of 
those individuals who work in the field professionally, who 
are serious students of gaming studies or who are interested 
in the more advanced forms of gaming. This is a small group, 
so far, but it is an important one and a growing one. 

For them we have some reccommended materials also. 

BOOKS 

The two major publishing efforts during the past year, 
if we stretch the year a bit, were Alfred Hausrath' s 
Venture Simulation in War , Business and Politics , a RAC- 
oriented history of gaming which is reviewed in Vol . VI, 
No 2, April, 1973. In addition the RAND study for the ARPA 
commissioned study on gaming discussed in the RAND article 
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in this issue is well worth reading. All three volumes 
are an invaluable source of information on gaming and its 
products ♦ 

EDUCATION 

As far as we are concerned there are three major centers 
of gaming studies in the United States: Massachusetts Institute 
of Technology, Northwestern University, and the University of 
California at Santa Barbara. An article by Dr. Lincoln P. 
Bloomfield in this issue discusses the M.I.T. work. Articles 
to be published next year will discuss the Northwestern Universi 
and University of California at Santa Barbara experiences. 

At lower levels, in high schools and junior high schools, 
games and simulations are also used, as the INTERACT Polio 
and McGuire articles illustrate. 



SERIOUS GAMES AND SIMULATIONS 

The best source of serious games and simulations remaims, 
for the moment, the Institute which publishes this magazine. 
The Institute is currently publishing a whole series of games 
and simulations based on the finest experiences available to 
date. Systems Analysis Gaming Agency, Office of the Joint 
Chiefs of Staff; Industrial College of the Armed Forces; 
United States Navy; and many others are contributing to this 
series. 



A Final Thought 

In the Introduction it was suggested that the Gaming 
Community was expanding too rapidly in a direction that 
would only lead to conflict and disorder. We also suggested 
that while the Gaming Community was growing in numbers and 
quality it was paying too high a price for that growth. The 
cost was chiefly an intangible one but a vital one nevertheless 
It concerns, simply, the spirit. Gaming has lost its spirit. 
In an enlightening article in Panzerfaust No. 59 a number 
of prominent gaming representatives discuss The Future of 
Wargaming." In their own words they confirm what W* suggest. 

They have their proposed solutions to this problem, 
if it is a problem. We have ours. Ours is simple; The 
Gaming Community should do less, should do it better, and 
should do it with gustol 

Numbers have their place. Quality should never be 
sacrificed. But, above all, the spirit must be there for 
there to be real life and real growth. 
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armaments race against foreign powers. 
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to the layman may appear reason aoi a. would be aw 
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William R. Kinter and Harriet Fast Scott 
Gorman, Skla.s University of Oklahoma Press, 1967) 

l 4 20 pp., $6.95 : 

-i av,«q n hnok about Soviet military 
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affairs and, rarely, ^^ZlolTTo rZl MliW Strategy.: 
Soviet military doctrine. Anyonewho read L^__£ .cTSolEolovsky 
Soviet Doctrine and Concepts. * DoLtr^ has probably 
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"While the Russians exhibit an almost pa™ 01 ft 



the authors have collected from publications written by 
and for Soviet military leaders the most significant 
material published on doctrine and strategy since the Cuban 
Missile Crisis of 1962. 

"Those selected reveal the Soviet preoccupation with 

nuclear weapons and their impact on politics and warfare 

a preoccupation that makes sense only in terms of the plans 
and goal of the revolution in Soviet military affairs, Soviet 
theoreticians have divided the military revolution into 
three phases. The first phase, creation of the nuclear weapon, 
and the second phase, development of the weapon-carrying 
missile, are now accomplished facts, The third phase, 
sometimes refered to as the cybernetics revolution and still 
under way, provides for perfection of a guidance and control 
system. There is reason to believe that the Russians are 
coming increasingly close to reaching their goal. 

"The Soviet orientation to an all-out nuclear program 
and commitment to strategic superiority have already provoked 
a crisis of strategy in the United States, and one that 
will become more obvious in the next several years. "While 
there is still time," say the authors, "let us ponder the 
meaning of the revolution in Soviet military affairs." 

The grim reality facing Soviet leaders is obvious in 
the book. In the firsthalf, in a chronological order, the 
emphasis is on the United States as the potential enemy. 
In the second half the emphasis is on the Peoples' Republic 
of China as the primary potential threat to Soviet security. 
And , in the last five years , there is no indicati on that the 
Soviets have shifted their priorities . 



-»--:i--s:-->:- Heirs Apparent , What Happens When Mao Di es ? 
By Ching Ping and Dennis Bloodworth 
(New York: Farrar, Straus and Giroux, 1973) 
236 pp., $7.95 

During August the Chinese Communist Party held its 10th 
national Congress in Peking. The Congress agreed to a new 
Party Constitution which, among other things, purges "forever" 
Lin Biao, former Defense Minister and Mao's "close comrade-in- 
arms and successor,"; endorses the Mao-Chou line in domestic 
and foreign policy, a victory for moderates. Both the Soviet 
Union and the United States were roundly denounced, along 
with imperialism, modern revisionism, and all reaction. 

A useful aid in understanding recent evenbs in China is 
the Ping-Bloodwor th book, Heirs Apparent . Ching Ping Bloodworth- 

t eacher , journal i s t , radi o commentator , and wri ter has 

brought to this book the inner knowledge and sources 
accumulated as a Chinese who has maintained close contact 
with the mainland. Dennis Bloodworth has been a Far East 
correspondent of the London Observer since 19 • 

"The object of this book is to examine, through Chinese 
eyes and in Chinese terms, the often confusing and enigmatic 
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Chinese political situation in order to discover who will 
probably control the destinies of a quarter of humanity in 
the coming years. Heirs Apparent is not another history of 
Chinese Communism, of the Long March, or of the Cultural 
Revolution, although the introductory first chapter summarizes 
these events. It is a study of the though and powerful 

leaders almost unknown in the West who stand to inherit 

this colossal totalitarian state, not only in terms of 
their positions on the political chessboard, but as three- 
dimensional, f lesh-and-blood beings whose ambitions and 
loyalties and rivalries can only be understood against the 
setting of the Chinese social idiom." 

Heirs Apparent includes extensive appendices and notes, 
pertinent charts and tables, a map of China's provinces 
and military regions, a chronology of events, and a detailed 
list of published sources. 

Heirs Apparent is another demonstration of bhe ability 
of journalists to write scholarly works on difficult subjects. 
Those familiar with the work of Robert S. Elegant, the 
Los Angeles Times Par East correspondent, on the Cultural 
Revolution, or of Eric Bourne, the Chri stian Science Monitor 
correspondent in Eastern Europe, will appreciate the Ping- 
Bloodworth effort. 

Informative and well-written, Heirs Apparent is worth 
reading. 



*HHHHf The Return of Lanny Budd 
By Upton Sinclair 

(Philadelphia, Pa.: Curtis Brooks, 1973 ©d. ) 



During 1973 Curtis Books will reprint, in paperback form, 
the famous series of Lanny Budd stories which were originally 
written by Upton Sinclair during the 1930s and 191+0S. We 
mention this fact for those of you who, being under (40, may 
have missed the original editions. These inexpensive paperbacks 
are a very good way to introduce yourself to what are, I 
believe, the best series of mystery cum spy stories ever 
written. James Bond, Perry Mason, e_t al» owe everything to 
Lanny Budd, There are 11 books in the series, and most run 
over 500 pages, so they will take some work to finish. But, 
this colorful semi-f ictious history of the period from 1913 
to 19U9 is worth the effort. If you liked the Hornblower 
stories than you ! ll like the Budd stories. Here are some 
typical reviews: "When people ask me what has happened in my 
long lifetime, I do not refer them to the newspaper files and 
to the authorities, but to your novels." (George Bernard Shaw), 
"A great and well-balanced design* * .1 think it the completest 
and most faithful portrait of that period that has been done 
or is likely to be done." (H.G. Wells), 



TOWARD 2001 



This issue of XENOGOGIC had three primary purposes: 

1) To give a report on the GSDGSC and ICS activities 
for the year, 

2) To discuss the role of games and simulations in 
the educational field, and 

3) to present an over-view of the year in gaming. 

We believe all three purposes were fulfilled. 

Because of the nature of the subject matter, restrictions 
imposed by time, space, and finances, we have decided to 
delay presenting two of our most distinguished contributors 1 
remarks, those of Secretary of State Henry Kissinger and 
those of former Senator Margaret Chase Smith, now Distinguished 
Visiting Professor for the Woodrow Wilson Foundation. 

Instead, those remarks, along with others from the director 
of the Hudson Institute, Herman Kahn, will be contained in 
the January 197U issue which will deal with some future 
oriented material. Hence the title, Toward 2001 . 

It is a simple fact, although we tend to forget it, that 
for us, those between 18 and 30, the year 2001 will be our 
primary period of influence, power, and responsibility. 

Hadn ! t we better start planning ahead? 

Militarily, economically, politically, socially, we'll be 
taking a peek behind the veil of time. 



JOIN US 
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